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intimacy with you. 

I am extremely solicitous that it should prove not 
undeserving the y)atronage of Jimateurs and scientific 
players; I have therefore Bevised it with the utmost 
care, and indulge the pleasing liope that it may faci-^ 
litate the study of a game which lias been eelebratedf 
for ages.’ 

I am. 

Dear Sir. 

Your obliged and affectionate Friend*, 

'J. H.SARUAIT. 
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ADVERTISEMENT. 


In consequence of \iio death of the author, the proprietors of 
this woik requested me to prepare the present edition for the 
press, with such altcraliions and improvements as I might think 
proper to make; it roniaius, therefore, for mo to inform the 
reader in what respect it differs from the forinoi* edition. 

The work was originally printed in two volumes ; it is now, 
by u different arrangement, compressed into one, witliout, how¬ 
ever, any abridgement of the original; the consequence is, that 
U is now offered to the public at a considerably reduced price. 

The order of the games has, been ebunged, those of simii^ar 
openings being now classed together. 

Instead of describing the position of the pieces in the critical 
situations, as in the former edition, a diagram for each position 
has been substituted, which wdll enable the reader, without 
having recourse to his chess-board and men, to amuse and im¬ 
prove himself by trying to discover the solution. 

A table of contents, which w^as much weiited, has also been 
added, 

I have examined every game with card; some I have 



corrected, and to others I have written additional notes; these, 
though not numerous, will, 1 hope, be found useful. 

Some observations in ihe preface, on an anonymous author, 
J have ventured to omit, conceiving them unnecessarily severe, 
and m every respect unwortjiy the notice of so remarkably 
excellent a chess-player as Mr. Sarratt. 


No. 4, Nassau Street, Scho> 
May, 1822, 


W. LEWIS. 
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PREFACE. 
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Whbn the Author considers the many treatises on 
Chess, Avhich have lately been ])uhlishe(l, he feels 
himself imperiously called upon to state the reasons 
which have induced him to submit this work to the 

Many of those treatises are mere translations.of'thc 
works of Stamina and Greco: others have been cornjnled 
by persons who do not appear to possess a knowledge 
of the game adequate to the task of directing the im- 
prov('ment of amateurs : with the exception of the 
justly celebrated work oi^PhUidor, it may be asserted 
that no original treatise on Chess has made its ap¬ 
pearance within these thirty years. 

Almost every publication on this game is obviously 
defective in t^yo points of the utmost imjiortance: 
1st, a regular system of defence; and, 2<lly, the method ' 
of playing pawns at the end of a game. 

An accurate system of defence against the temporary 
attttck which the first move commonly gives to a 
skilful player, has been* but, little attended to by most 
writers: some, as Gianutio and Greco*have omitted it 
altogether; while others have been so concise in their 
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directions that no’ solid instruction can be derived from 
them. 

A considerable portion of the second part of 
^his work' is devoted to the sole purpose of enabling 
the player who has not the move to oppose successfully 
his adversary’s'attack; and the author has endeavoured 
to prove, that among players of equal skill, the ad¬ 
vantage of the first move is by no means sufficient to 
decide the event of the game. 

c 

Rules to teach the method of playing pawns at the end 
of (I game are scarcely to be found in any English or 
French treatise: the Traiti' des Amateurs has only given 
a few general rules ; and it is much to be regretted that 
Philidpr, who played pawns with such commanding skill, 
should have inserted only two or three examples. 

To play pawns correctly is of the utmost impor¬ 
tance, for when two players possess a competent degree 
'■ of skill, frequent exchanges of pieces happen, and 
each player often remains with two or three pawns, on 
the skilful management of which depends the winning 

^ A 

of the game. 

This part of the game is as difficult as*it is im¬ 
portant : many amateurs, who play tlie pieces tolerably 
'•well, play the pawns very badly : it appears therefore 
■ rather extraordinary, that of so many writers on the 
game of Chess, scarcely any one should have devoted 
a sufficient portion of his work to teaching the method 
of playing the king and condaeting pawnfs to queen. 
In this department, the author presumes to hope that 
bis treatise will be foiiud to contain a much greater 
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v’ariety of rules thul examples than auy other work 
])ublishe(l in Great Britain. 


The oldest writer on Clvess appears to he Damiano 
a Portuguese. He lived in the first part of the six¬ 
teenth century, and died in It is difiiciilt tfl 

speak too highly of his abilities as a chess-player. 
Unlike all other ^vriters on Chess, he had no model to 
guide him, no treatise which he could copy, or from 
which he could e\tract: every^ brilliant move in 'his 
treatise seems to belong exclusively to him, and the 
fertility of his genius is astonishing. Ilis numerous Si¬ 
tuations have been co])ied by almost every wrifer; 
several attempts to imj)rove upon them have been 
made, but though many of those attcm])ts evince con¬ 
siderable ability, Damiano’s Situations still retain their 
superiority over all others. In the few dthuts an<l 
games which he has inserted, Damiano lias disjdayed 
au equal d<!gree of science and genius ; and the rule« 
which he has given to learn to jilay without .seeing the 
boat'd, proved that he excelled in that most difficult 
recreation. • 

It is remarkable that Portugal has produced no 
other chess-player of celebrity; for although Sebfistian, 
kinij of Portugal, was extremely jiartial to the game, 
and patronised several eminent players, it does not 
appear that he excelled in i*. 

Damiano’s work was originally written in Spanish 
qnd Italian; the first edition was panted at Rome, by 
Antonio Bladi, in November 1524 : the second was 
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printed at Venice, in 1564; the third at Bologna, by 
Gio. Rossi, in 1 (JOfi; and the fourth at Venice, by Pietro 
Farri, in 16I8. This work is extremely scarce. 

Rui Lopez, who appears to have been in high 
favour with Philip II., king.of Spain, flourished about 
thirty years after Damiano: his treatise on Chess was 
translated into Italian, and printed at Venice, by Cor¬ 
nelia Arrivabene, in 1584. It contains mnuy debuts, or 
openings of games ; several of which are useful, and 
prove that Lopez was a good player, although he was 
unfjuestionably inferior to Damiano, whom he has 
most injudiciously attempted to criticise. 

Many of Lopez’ 'games have been copied by 
Giochimo Greco, 

Zeiione, who was also a Spaniard, was contem¬ 
porary with Lopez. He wrote a treatise on Chess, 
which, probably, was never printed. Lopez, Zerone, 
and another S])aniard named Medrano, played extremely 
well without seeing the boaixl. 

^ Toward the end of the sixteenth century lived the 
celebrated Paolo Boi, born at Syracuse, in the island 
of Sicily. He is universally allowed to ha,ve been a 
first-rate player. Among his admirers and patrons he 
. liad the honour of reckoning Pope Pius the Fifth ; 

Philip the Second, king of Spain ,• and Sebastian, kins of 
Poj'tugal.. 

Paolo Boi could play three games at once, without 
seeing cither of^the boards, and he performed it With 

so much facility, that he commonly conversed at the 
same time with his^friends. 

His friend and rival Dr. Gioghimo Lionardo, bom 
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at Cutrif in the icingdoui of Naples,, is greatly cele¬ 
brated by Dr. Salvio, under the title ^of “ II Puttino, 
overo il Cavaliere errante he was called Puttino, on 
account of his youth, and the epithet of Cavaliere 
errante was bestowed upoja him by Sebastian^ king of 
Portugal, on account of his seeking rivals and chair 
lenging them. ’He was equal to Paolo Jioi, antT supe¬ 
rior to Rui Lopez, of whom be won three games suc¬ 
cessively, in the,presence of Philip the Second. 

Both Paolo Boi and Lionardo wrote on Chess, but 
unfortunately theif works were never printed. Paolo 
died in l.'5ys. 

Many capital players flourished about that time; 
among them were, 

Don Salvator Albino; 

Thomas Caput a ; 

Don Horatio Paterno ; 

Don Blasco Isfar ; 

Don Girolamo ;• 

Signor Mauro; 

Don Mariano Maram ; 

' GiANUTIO; 

Dr. Alessandro Salvio ; and 
Don Pietro Carrera. 

Gianutio published his treatise at Turin, in 1^97 ; it is 
by no means an instructive work; but it contains a 
few remarkably scientific moves. It is extremely 
scarce. 

Dr. Salvias treatise possesses uncommon merit, 
and it is much to be regretted th%t it should be so 
very scarce. Dr. Salvio was a man of learning and 
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erndition; and, as a chess-player, appears to have been 
equal to Paolo l^oi and Lionardo. His openings of games 
are mostly accurate, and they evince the fertility of his 
-genius, while they exhibit his promptness at resource. 
Unfortunately most of tpem are of little use in 
countries where the King is limited in his castling. 
Salvio\ when he had the move, commonly castled in a 
manner which is riot allowed in this kingdom; that is 
to say, he moved his King to his Rook’s square, and his 
Rook to his King’s square. There can be no doubt 
entertained of the superiority of this,method ol castling 
.over ours. The last edition of Salvios treatise was 
published by Fdicc Masco, at Naples, in 1733, many 
years after the death of the author. 

Don Pietro Carrha was born in 1571, at Militdlo, 
in the Valle dt Noto, in the island of Sicily. He com¬ 
piled an elaborate treatise on Chess, which was printed 
in 1()17. It is a very cnteitainiug and well written 
work, containing mu(h information and several very 
>urions anecdotes; but in point of utility, it is much 
inferior to Salvio's. Carrera has, however, evinced con¬ 
siderable skill in his observations on the method of 
jriaying pawns at the end of a game. 

Giochimo GaECO, so well known by the name of 
the Calabrois, from Calabria, the place of his nativity, 
owed his good fortune to his skill in Chess. He was 
of very low extraction, but having accidentally learned 
the game, he improved so 'rapidly, that Don Marano, 
being informe<l of young Greeds aptitude for Chess, 
took him to his ho,use, «nd treated him as kindly as if 
he bad been one of his relatives. Under his guidance 
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and tnition Greco improved so much as i^early to rival 
Ins master. 

Some time after Greco went to Paris, and beat the 
best players in that city, among whom were the Duke 
de Nemours, La Salle, &c. In the Alercure Galant for 
June 1683, appeared the following lines'addressed to 
Greco, on his skill in Chess : 

“ A peine duns In carriero 
Contre inoi tu fais un pas, 

Que par la demarche here, 

Tous mes projets sont has : 

Je vois (les que tu I’avauces, 

Ceder toutes mes defenses, 

Tombor tous mes champions ; 

Dans ma resistance vaine, 
lloi, Clicvalicr, Roc, et Reync, 

Sont moindres que tes Pions.” 

Gi'cco died in the East Indies, and bc(|ucatlicd all his 
property to the Jesuits! 

His treatise was first published in London, by 
Herringinan, in 1656’; but that edition is extremely 
imperfect. Several complete editions were subsequently 
])rinted at Paris and Amsterdam. Very little improve¬ 
ment is to be derived from his treatise, as he directs . 
only the attacking jdayer to move properly; his ' 
method of attacking is however remarkably skilful. 

In 1737, Philip Stamma, a native of pub- 

lishcd^^t Paris, a small work containing a hundred Situa¬ 
tions or ends of games : many are remarkably instructive, 
and oT^ht to be known by every amateur: others, there 
is every reason to believe, never occurred in the course 
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of a game;. and it may be doubted whether they could 
occur, 

Stamma was in London in 1745, and jrablished an 
improved edition of his treatise: beside the Imndred 
Situations it contains seoenty-four d6but.% or methods of 
opening a game: five or six of them are extremely 
useful and truly scientific; all the rest are very luac- 
curate. There is a singular affectation in his directing 
the White (who has invariably the ^st move) to begin 
his attack so incautiously that it always ends in his 
defeat. It is not unworthy of,remark that in the 
French edition, lie says, in commenting upon Greeds 
gambits : “ Personne ne joue le gambit a moins qu'il 
ne veuille perdre, ou qu’il ne joue contre quelquc 
novice.” “ Nobody plays the gambit, unless he wish 
to lose, or unless he play against a bungler.” And yet 
in the London edition, he asserts that the very best 
method of opening the game is to jilay the Queen’s 
Pawn two squares, and then the Queen’s Bishop’s 
.Pawn two s(juares, &c. Is not that a gambit? 

Stamma played ten games with Philidor, and won 
only two. 

In 1749, Philidor published the first edition of his 
“ Analysis of Chess.” The celebrity which this highly 
finished player acquired is such, that he has generally 
been considered the most scientific player of t^e age: 
he likewise obtained considerable fame by playing two 
games, and sometimes three games at once, without 
seeing cither of the boards. 

“ L’Analyse du Jeu des Echecs,” or “The Analysis 
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of the Game of €hess,” has gone * through several 
editions : it is unquestionably a very valuable work, 
but it is of use only to good players. Let any one, who 
may be disposed to contradict this assertion, carefully 
examine the first game, and he will readily acknowledge 
that none but a very good player can 'profit by the 
rules laid down in the notes, or ajipreciate the ’skill* 
which the player of the White evinces in sacrificitig 
one of his Rooks for a Knight, as Philidor directs him 
to do at the twenty-fourth move. Indeed the White 
wins solely by the very scientific method in which«/ie 
ploys his Pawns; and it may be assorted that no 
common ])laycr can derive any benefit from it. 

Philidor said, that he who had the Jirst move, ought 
to win the game. All other writers on Chess concur 
in opinion, that, if both parties play equally well, the 
game ought to be drawn. With the utmost deference 
to P/zi/ictorV judgement, his assertion does not appear to 
be justified by exjierienceand it seems easy to prove, 
that the player who has the first move can not gain 
any advantage by his attack, if his opponent adhere tf» 
a regular system of defence, which Philidor has certainly 
analysed with adless degree of care than he has bestowed* 
on the attack. 

To corroborate this assertion, it is sufficient to 
examine a few of bis games, and it will be sfsen, that, 
if tbfe player of the Black were to play properly, it 
would be in bis power to oppose successfully his ad¬ 
versary’s attack. 

Philidor reprobates two moves, which have had 
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the sanction.qf almost (rvery other skilful player; and 
it does not appear that he has clearly pointed out their 
impropriety. The two moves are, playing the King's 
Knight to its Bishop's third square^ the second move; 
or, instead of it, the Qjaeeijs Bishop's Pawn one square ; 
** Either of tHese moves,” says Philidor, “ is very bad 
•play for him who has the first‘move, as he loses the 
attack in consequence of it.” It is presumed that the 
examples which he has adduced are insufficient to prove 
his assertion. 

• Philidor says, that the King's ^gambit, when pro¬ 
perly attacked and defended, ends in a drerwn game. 
'I'he members who composed the celebrated Academy 
of Chess at Naples, after a most careful analysis, gave 
it as their opinion, that he who plays the gambit ought 
to lose the game. Experience tends to confirm their 
decision: the King's gambit is an instructive game, 
replete with critical and remarkal)ly striking situations, 
and very few players know bow to defend it; but when 
the defence is correct, he who attacks has indisputably 
the disadvantage: Salvio’s proverb is well known; 
“ Gambitto a giuocator non J'arsi lice." 

* Philidor says that a player remaining at the end of 
a game, with a Knight or Bishop against a Rook^ may 
drieo) the game: it is generally true, but it requires 
very good piay> and it is surprising that Philidor Sij^ould 
have omitted to tetich the amateur how to (Mend 
himself in that conjuncture. 

In 1750 a treatise, entitled ** Practical and theore¬ 
tical Observations on the Game of Chess" was published 
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at Modena. The aythov chose to coPbccal his name. 

• • 

and it is difficult to assign a satisfactory reason for his 
diffidence, for it is unquestionably a publication of 
great merit, and real utility. 

Giambatista Lolli, a native of Bologna, published 
*a voluminous treatise on Chess, in 1763.* He appears 
to have been an indefatigable, and a very good player, • 
for he has evinced as much patience as skill in analys¬ 
ing situations remarkable for their intricacy. 

Cozio’s work, published in \766, is but little known, 
though it is not devoid of merit. He appears tohaye 
made copious extracts from Carfh'a, 

Several very good players, who met at the Caffh 
dc la Rbgcncc," at Paris, compiled a treatise on Chess, 
in 178G. It contains many games in which one party 
is made to receive the various odds given in this game. 
The authors have evinced more science in those games 
than in any other part of tlicir work, which, neverthe¬ 
less, may afford much instruction to beginners. There 
appear many objections to their method of expressing 
the different moves by the first eight letters of the 
alphabet? Thus for instance, P. E. 4. means that the 
player of the T^hite has moved his King’s Pawn two < 
squares, and P. E. 5. denotes the same move for the ' 
Bbck. This method occupies less space than that 
which Philidor has followed, but it is greatly inferior 
to it in perspicuity: to beginners it is particularly 
puzzling, and even those whp understand it can not so 
readily discover the essential moves, fts if they were 
expressed in words. 

The principal players who assisted in compiling 
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that treatise were Carlier^ Legcr, Barnard, and Verdom. 
The latter died at his apartments in Panton Street 
about four years ago; he was incontestably a player of 
the first order. V 

E. Stein, a German, residing in Holland, published 
a work on Chess, in 1789; it contains, besides, what 
‘ he is pleased to call “ Reflexions Militaires,” intended 
to appoint out the analogy between Chess and the 
military art. The plan of Steiris work is very good, 
but the execution of it is extrem»>ly indifferent. In his 
rules for playing pawns at the end of a game, he is 
frequently incorrect, and some situations, which he pro¬ 
nounces to be drawn games, may very easily be xvon. 

The improvements which the author of the follow¬ 
ing treatise has attempted are: 

A regular system of defence against the attack 
commonly gained by the first move. 

An analysis of the moves censured by Philidor. The 
author endeavours to prove, that plaijing the King's 
Knight to its Bishop's third square, the second move, is 
very good play; and also, that the player who plays 
his Queeiis Bishop's Pawn one square, the second move, 
does not play ill, even though his adversary should 
play his Queen’s Pawn two squares. 

The method of drawing a game with a Bishop or 
Knight against a Rook. 

The method of drawing a game with both Btohops 
against a Queen. 

The method of winning with a Queen against both 
Kn^hts. 

A great variety of examples, teaching the most ap- 
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proved system of pkiying pawns at the eyd ot a game. 
To this important department the aiithor has devoted 

pailicular attention. 

He has also inserted the most expeditious method 
of checkmating with a Rook ; with both Bishops; and 

* with a Knight and Bishop. 

Convinced that a collection of critical and rentark-* 
able situations, or ends of games, will prove highly 
entertaining and instructive to amateurs, the author 
has selected senenty-eight; some of which have never 
been published; and he has included a few situations 
in which a skilful player may compel his adversary to 
stalemate him, and some in which he can even oblige 
his antagonist to checkmate him. These situations will 
not greatly improve amateurs, unless they attempt to 
find out the method of winning without looking at the 
solution: the author has therefore deemed it eligible 
to insert the situations in the first part, and the solu¬ 
tions in the second: and ,he earnestly recommends 
amateurs to seek diligently for the proper moves, 
without having recourse to the key: the improvement 
which they will derive from adhering to that system 
will amply compensate them for their trouble. 

The author can not conclude without acknowledg¬ 
ing the assistance which he has derived from several of 
the works which he has mentioned; particularly 
“ Practical and theoretical Observations on the Game oj 
Chess” published at Modena,in 1750. 

Extremely fond of Chess, and anxious that it 
should be more generally played, Mi the author’s ut- 
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most ambitio^i is to facilitate the stndy of that nohle, 
hut difficult game; and he hopes that his endeavours 
will meet the approbation of amateurs and scientific 
players ; with a great many of whom he has frequently 
had the honour of contending “ on the checkered 
field.” 

N. B. In all directions for playing, the author has 
used the preposition to instead of at: the verb 7novc 
being evidently understood, the phraseology of “ wow 
the King’s Knight at its Bishop's third square,” is 
grossly improper. It is a complete gallicism. 

In the seventy-eight situations, the word at has 
been retained; no movonent of the pieces being implied, 
blit merely their position described. 
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rilE CAME. 


I. 

The Clios.s-boiii'd invist he pluccd in such a inannj^r, 
that cacli playei' may havt; a wliitc stjuare on his right 
band ; that is to say, the j)laycr of the white pietx's 
must have Ins King’s Rook on a white sqnarc; and 
conso<|uently the player of the black pieces will have 
his Queen's Rook also on a white S{|uarc. If the chess¬ 
board be improperly placed, and either of the players 
j)erccive it before four moves on each side have been 
])laycd, 4ie has a right to insist on the chess-board’s 
being properly placed, and on re-commencing the game 
but if four moves have been played, the chess-board* • 
must remain in that position during the whole of that 
game. 


‘ 2 . 

If the pidees or pawns be irnprojicrly placed, the 
player who first perceives it may insist on the mistake’s 
being rectified, provided four move# on each side have 


u 
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not been played ; for, after the fourth move, the pieces 
must remain they were placed. 

v* 

• f 

3. 

If a player begin a game without having all his 

I 

pieces, and if he do not perceive it until the fourth 
‘move have been played, he must hnish the game 
without the pieces or pawns which he has forgotten. 

4. 

■If a player agree to give the odds of a piece or a 
pawn, and, notwithstanding that, should begin the 
game eww, he shall not be allowed to take the piece 
or' pawn off the board, which he was to give to the 
inferior player; but, on the contrary, he shall be 
obliged to finish the game with all his pieces : and the 
inferior player shall not lose that game ; for even if he 
should be check-mated, it shall be considered as a 
drawn gaine. 


5. 

When the game is played even; the players must 
'draw for the first move: after the first'ggeine the move 
belongs alternately to each player. 

N. B. In Germany, he who wins the game has the 
advantage of ])laying first the next game, but this seems 
unfair. 


4 . 



The player who gives odds has always the advantage 
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of the move; except, of course, in those*g^ines where 
the move is also given to the inferior player, such, for 
example, as the F.awn ami move, &c. 

7 

When a player has touched a piece, he must move it, 
unless, at the moment of touching it, he should say, * 
“ J'adoubc:" if a piece be not ])lace(l exactly in the 
cen'tre of its squauc, or if it should fall, the player must 
say, “ J'adouhef in placing it pro])erly ; else his ad¬ 
versary may compeUhim to play jt. 

S. 

As long as a player holds a jnccc, he is at libei'ty to 
play it where he chooses; Imt when he has let it go, 
he can not recal his move. 

.9. 

If a ])laycr touch one ‘of his adversary’s picc;es, 
%vithout saying “ J'adoubc' lie may be compelled to 
take it: if the jiicce can not be takiui, the ])laycr must 
move his King; and, if neither the piece nor the King 
can be moved, do penalty shall be inflicted. 

10 . 

a player should, by mistake, play one of his ad¬ 
versary’s pieces instead of his own, his adversary may 
compel him either to take "it (if it can be taken), to 
replace it where it M'as, or to let it remain where he 
played it. 
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J I. 

• ^ 

If a player'take one of his adversary’s pieces with a 
piece that can not take it, without a false move, his 
adversary may compel him either to take it with any 
other piece, vv to play the piece which he touched. 


12 . 

If a player take one of his ])i('cc.s with another of 
his, his adversary may oblige him to ])'ay cither of the 
two piec(‘s. , 


13 . 

II, a player make a false move, his adversary may 
oblige him <“ither to let the ])iccc remain where he 
played it, or to j)lay it on some other square. Or, if 
the adversary should prefer it, he has a right to 
oblige the ])layer, who made a false move, to replace 
the piece where it previously was, and to play the King 
instead of it. 


14. 

If a player should play two successive moves, it is 
in his adversary’s power to oblige him to put back the 
second move; or, it he choose it, he may insist on 
continuing the game, as if only one move had been 
played. ' 

, b. 

A Pawn that is pushed two squares may be taken 
“ en passant” by the adversary’s Pawn. 



N. B. This is nof the rase in Italy ; lu Pawn is al¬ 
lowed to pass “ en prist; and that Is (;^lled “ passar 
hattaglifl. 


I f>. 

The King must not easric; Ist, if he have movetl; 
2dly, if he be in check; Sdly, if any of the s<piaVes, 
over Mdiich he moves in castling, be under the power 
of one of his iid\ersary’s pieces; and, 4thly, if the 
Rook have moved. A y)laycr who castles in cither of 
these four cases, niyst put back the move; and his 
adversary has the option of compelling him to })luy 
either tlic King, or the Rook, with which he intended 
to castle. 

It is almost unnecessary to observe, that, when the 
King castles with Ins Rook, the King must be placed 
on the Knight’s stjiiare, and the Rook on the Bishop’s 
s(|narc: when he castles with the Queen's Rook, the 
King is to be placed on the Queen’s Bishop’s s(juarc, 
and the Rook on the Queen’s s(|nare. This is the only 
method ot castling which is allowed in (Jreat Britain, 
trance, and Holland; but in Italy, and other parts of 
the continent, ;p player may castle in four different 
ways; 1. fhe King at the Knight’s stjuare, and the 
Rook at the Bishop’s styuare. 2. I’hc King at the 
Knights square, and the Rook at the King’s.square; 
3- iLe King at the Rook’s square, and the Rook at 
the Bishops jjquare; and, 4.'The King at the Rook’s 
square, and the Rook at the King’s square. These 
dVflTerent methods of castling render the game remark- 
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ably interesting. It'the third method of castling were, 
allowed in playing Cunningham's Gambit, the attack 
would perhaps be irresistible. 

17. 

r . 

4f a player touch one of Iris pieces which can not be 
moved without placing his King in check, he must 
play his King; and if the King can not move, no 
penalty is to be inflicted. 


IK. 

Whenever a player attacks his adversary’s King, he 
must say “ Check and if he forget to say it, the ad¬ 
versary needs not move his King, or take notice of the 
check; and if the player, who did not say Check” 
should, on the next move, attack the Queen, dr any of 
his adversary’s pieces, and say “ Check” the player, 
whose King is in check, may put back his last move, 
and, instead of it, remove Iris King, or cover the check. 

But if a player should carelessly move his King in 
check, it is difficult to determine the penalty which he 
incurs by it. The author of this treatise, when a be¬ 
ginner, committed that mistake, while playing against 
Mr. Verdoni, who immediately attacked his Queen, at 
the same time saying “ Check” and of course took the 
Queen the next move. Mr, Verdoni added, that rule 
was uniformly followed at the Chess-club at Paris. 

19. 

If the King ha\c been in check during two or more 



7 


moves, and it be ndt possible to ascertaip .how it Iiap- 
pened, lie, whose King is in check,' inujir, as soon as 
h<; perceives it, put back his last move, and remove his 
King, or cover the check. 


$i0‘. 

If a player say “ Check" without giving chcck,'and 

his adversary should in consequence move his King, 

« 

or touch any piqpc to cover the check, and should 
afterwards perceive that he is mt in check, he may put 
hack his last move,, provided his opponent have not 
already played his next move. 

21 . 

If a player have moved, previously to perceiving a 
false move, or any other mistake which his adversary 
may have committed, he can no longer insist on the 
jicnalty r he should have noticed the mistake before he 
mcfocd or exten touched a picsc. 


< 22 . 

When a player has pushed a Pawn to Queen, he is 
at liberty to maike a second Queen, a third Rook, or any • 
other piece which he may deem more useful for bis * 
attack or defence. 

N. B. This rule has been observed from time imme- 

• • 

morial; and there are several examples of a player’s 
having two Queens in Greeds, Treatise. Some persons, 
who wish to be singular, pretend tha*t a player who 
jli^sses a Pawn to Queen, can not call for a Queen unless 
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t 

he have lost yv exchanged his own •; and they say, that 
a player can call only for the piece which he has lost. 
Many examples may be given where a skilfiil player 
will push a Pawn to Queen before any exchange has 
taken place: in that case, what will the Pawn be called^ 
and of what use will it be to the player? Will any per¬ 
son,' who knows something of the game, venture to 
say that the Pawn, when it has once reached the ad- 
versarys line, must remain there a non-deseript, until 
an exchange take place? Again, suppose a'player 
should hfive exchanged only his \\hitc Bishop, and the 
Pawn should reach a black square, what is it to be? 
But it is useless to exj)atiatc any further on an ab¬ 
surdity. 


At the end ol' a game, when a player remains with a 
Rook and a Bishop against a Rook ; with both Bishops, 
or with a Knight and Bishop against the King, &c. if 
he can not check-mate his adversary ’ii\ Jifty moves, 
the game will be considered as a drawn game. 

But, if a player engage to check-mate his adversary 
with a marked pawn, or with any particular piece, the 
‘number of moves is then unlimited. 

‘ 24 . 

<» 

If the King be stak^maUdy the 'game is a drawn 

mmt. 

Formerly, at Parslods Hotel, where several of the 
first players in Europe held a club, he who stale-mate^ 
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liis adversary hat tlfc game; on the contj'ary, in Tur¬ 
key, he who stah-matea his adversary wi/ts the game. 
In France, Italy, Germany, &c, stale-mate has always 
been considered a draxen game. 

It seems totally repugnant to the nature of chess, 
that a player should xvin the game, because his adver- 
srry has stale-mated him. If it were generally adopted, < 
every player might have a twofold object in view, that 
of check-mating hiii adversary, or that if compelling his 
adversary to stale-mate him. 

Philidor says, th;jt, in an edition of Greco’s Trca- 
tlse, published in London in I hot), stale-mate is con¬ 
sidered a won game, but that edition is incomplete, 
edited by a person w’ho knew nothing of chess^ and 
who was even ignorant of Greco’s name, for he calls 
him Biochimo, instead of Giochimo: it is beside un¬ 
questionable, that Greco followed the rule adopted by 
all Italian players of eminence, such as Paolo Boi; 
Lionardo da C'utri; Salvio; Carrera ; Marano; Gia- 
nutio, &c.; and they uniformly considered stale-mate 
as a drawn game. 

An extremely insignificant treatise, compiled by Jos. * 
Barbier, in tho seventeenth century, says, that “ 
that hath put his adversary’s King into a stale, loseth* 
the gameand he assigns the following sapient reason, 

“ Because he hath disturbed the course of the game, 

WHICH CAN ONLY END WITH THE ORAND CHECK-MATE !” 

It would be ^difficult to devise any argument more ef¬ 
fectually subversive of his hypothesis.* 
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25 . 

• f 

Should any dispute arise between two players, on 
the subject of a move, not referred to in any of these 
laws, the by-standers, who are not interested in the 
game, are to be applied to^ and their decision ought to 
be considered as binding to both parties, 



PART 1. 

containing • 

DIFFERliNT METHODS OF OPENING THE GAME; AND TAKING 
AN ADVANTAGEOUS SITUATION IN THE FIRST 
TWELVE OR FOURTEEN MOVES, 




FIRST GAME. 

>. • 



WHITE. 

I. K, P, two squares. 

9.. K. li. to Q. 13. fourth sq. 
:j. Q. B. P. one square. 

4. Q. P. two squares. 


BLACK. 

1. The same. 

SJ. The same. 

3. iC. Kt. to its B. third 

square. ^ 

4. K. P. takes Q. P.-f: 


NOTES OR REMARKS 

ON SOME OF THE MOST ESSENTIAL MOVES. 

Few Players know liow to defend lliernsclvcs against an attack; 
this Part is intended to enable the l^layer, who has the first move, 
to avail himself of the mistakes ?vhicli his adversary will probably 
commit, and to pursue a steady and regular system of attack. 

The mistakes wliich the Player of the Black commits will be 
pointed out, and it will be shown in the Second Part, that, if the 
Black had played properly, the White could not have continued 
ki$ attack, 

N. B. Throughout the work the second person will denote the 
White; and the third person the Black, 


* This move, though very generally played, even by good 
players, is cert^nly a bad move. • 
t If the Black were to retire his King's Bishop to his Queen's 
^hird square, you would win a piece, as will be shown in a Varia- 
tton, beginning at the fourth move of the BPdck. 
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WHJTE. * BLACK. 

» . _ 

5. K. P. onp sq'uare. 5. K. Kt, to adv. K. 

fourth square.* 

6. K. B. takes K. B. P. 6. K. takes the B. 
and checks, -f” 

7. Q. to K. B.'third sq. 7. K. Kt. to K. B. third 

giving check. square. 

8. K. P. takes K. Kt. 8. Q. takes K. P. 

9. Q. gives check at adv. 9. Q. to K. Kt. third sq. 

K. R. fourth sq.;^ 

10. Q. takes K. B. 10. Q. takes K. Kt. P. 

t 

11. Q. to adv. K. B. fourth 11. K. to his square, 
sq. giving check. 

12. Q. to K. B. third square; and you will win the 
game, whether the Black exchange Queens or not. 

* Instead of this move the Black might play the Queen to his 
King’s second square; or his Queen’s Pawn two squares; but you 
woiild nevertheless have the best of the game, as will be demon¬ 
strated in two Variations beginning at the move of the 

Black. 

t Instead of this move, you might play your King's Bishop to 
the adversary’s Queen’s fourth square ; but he would then sacridce 
his Knight for three Pawns, as will be shov/n in the second 
*Part. 

t It seems that if you were to give check at the adv. Queen’s 
fourth square, you would likewise win the Bishop; but he would 
cover the Check with his Queen at his King’s third square, and 
giving you check at the same time, you would be compelled to 
exchange Queens. 


V 
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FIRST VARIATIOWP 

BEGINNING AT THE FOURTH MOVE OF THE BLACK. 

]. K. P. two squares. 1. The same. 

S. K. B. to Q. B. fourth S. The same, 

square. 

3. Q. B. P. one square. 3. K. Kt. to its B. third 

square. 

4. Q. P. two squares. 4. K. B. to Q. third sq. 

5. Q. P. takes K, P. 5. K. B. takes Q. P. 

6. K. B. P. two squares. 6. K. B. to Q. third sq. * 

7. K. P. one square. 7. Q. to K. second sq. • 

8. The same; and of course you will win a piece. 

SECOND VARIATION, 

BEGINNING AT THE FIFTH,MOVE OF THE BLACK. 

1. K. P. two squares. 1. The same. 

2. K. B. to a. B. fourth 2. The same, 

square. 

3. Q. B. P. one square. ^ 3. K. Kt. to its B. third 

square. 

4. Q. P. two squares. 4. K. P. takes Q. P. 

6. K. P. one square. 5. Q. to K. second sq. 

6. Q. B. P. tal^es K. P. 6. K. B. checks at adv 

Q. Kt. fourth sq.-f* 

* If the Black were to take your King’s Pawn with his Knight, 
you must play your Queen to the adversary’s King’s Rook’s fourth 
squeu’e, and you will certainly gain a piece. 

t If, instead of giving check wijh his King’s Bishop, he were 
to retire it to hi/ Queen’s Knight's third square^ you should play 
ypur Queen to your King’s second square, and your situation would 
be much better than his. 

I 
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ir 

WlflTE^SI^ 

• BLACK. 

i i 

7. K. to B. square. ^ 

1 

7. K.Kt.toadv.K.fourth 

Ull'i 

square, 


8. Q. to K. Kt. fourth s((. 

8. Q. B. P. one square.^ 




t 


t 



* This move jnay appear bai to some players, who think that it is 
indispensably necessary to castle; it is, however, the only move 
by which you are enabled to preserve your attack: if you were to 
cover the check with your Queen's Knight, the Black would play 
his King’s Knight to your King's fourth square, make two ex¬ 
changes, and then push his Queen’s Pawn one square, which would 
totally destroy your attack, and disunite your Pawns. If you 
covered the check with .your Queen’s Sishop, the Black would 
nevertheless play his King's Knight to your King’s fourth square, 
and, after having exchanged both his King’s Bishop and King’s 
Knight, he would push his Queen's Pawn one square. But by 
moving your King, he finds himself obliged to remove his King’s 
Knight (which remains en prise), and he can play it only to your 
King’s fourth square, or to its own square; either of which moves 
gives you by much the best of the game. 

t If the Black, instead of playing his King’s Knight to your 
King's fourth square, play it to i*s own square, you must play your 
lying's Knight to its Bishop’s third square, and your situation is 
greatly superior to that of your adversary, as his pieces are con¬ 
fined: if he play his King’s Bishop’s Pawn, you must play your 
Queen to her Knight’s third square; and if, instead of the King’s 
Bishop’s Pawn, he should play his Queen's PaNvn one square, you 
will win either his King's Bishop or his Queen’s Knight, by giving 
check with your Queen at her Rook's fourth square. 

I If the Black, at the eighth move, should play his King’s 
Knight to'his Bishop’s third square, you must not take iUwith 
your King’s Pawn, but you must take the adversary's King’s 
Knight’s Pawn with your Queea, and then the King’s Knight with 
your Queen: if you took it with the Pawn, your adversary would 
check-mate you with his Queen at your King’s square. 

If Black on the eighth move were to play K. Kt» to his Q. 
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WHITE. BLACK. 

g. Q. takes K. Kt. 9. Q. P. two squares. 

10. K. B. takes Q. P. 10. Q. B. takes K. B. 

11. Q. takes Q. B, P. and must win the game, having 

the advantage of two Pawns, and a good situation. 

# 

THIRD VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

1 . K. P. Iwo squares. 1. The same. 

2. K. B. to Q. B. fourth 2. The same. 

square. 

3. Q. B. P. one .sqimrc. 3. K. Kt. to its B. third 

square. 

4 . Q. P. two squares. 4 . K. P. takes Q. P. 

5. K. P. one square. 5. Q. P. two squares. 

(). K. P. takes K. Kt. 6’. Q. P. takes K. B. 

7. Q. to adv.K.R. fourth 7. Q. to her third sq.* 

square. 

8. K. P. takes K. Kt. P, 8. K. R. to its Kt. sq. 
g. Q. takes K. R. P. * g. Q. checks at her K. 

V 

fourth square. 

third squahi, you should move your K. B, to K. second square, 
and afterwards take the Knight.—En. 

* Jf the Black, instead of this move, were to play his King's 
Bishop to Queen’s Knight’s third square, or, if he supported it 
with his Queen’s Knight’s Pawn, you would win the game, by 
taking the King’s Knight’s Pawn with your King's Pawn, and 
then the King’s Rook’s Pawn with your Queen. And if the Black, 
at the seventh move, retired his King's Bishop to its own square, 
you should first*give check at the adversary’s Khig’s fourth square, 
qnd then take the King’s Knight’s Pawn with your King's Pawn, 
by which means you would gain either the IV>ok or the Bishop. 

c 
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WHITE. < BLACK. 

10. K. Kt. tok. second 10. Q. takes K. P. at K. 

square. Kt. second sq.* f 

11. Q. takes Q. 11. R. takes Q. 

12. Q B. P. takes K.P. 12. K. B. checks at adv. 

'■ ■ Q. Kt. fourth sq. 

13. ' K. to his B. square; and in that situation you have 

much the best of the game. 


SECOND GAME. 

1 

WHITE. BLACK. 

1. K. P. two squares. 1. The same. 

2. K. B. to Q.B. fourth sq. 2. The same. 

3. Q. B. P. one .square. 3. K. Kt. to B. third sq. 

4. Q. P. two squares. 4. K. B. to Q. Kt. third 

* square. J 

5. Q. P. takes K. P. 5. K. Kt. takes K. P. 

^ If the Black were to let his King’s RooJ^ remain en prue^ 
'and played his King’s Pawn to your Queen’s third square, you 
should take his Rook, giving check; and you might easily make 
a second Queen, and win the game. 

t If tho Black take the Pawn with his Rook, instead of taking 
it with his Queen, you must first give check with your Queen at 
the adversary’s King’s Rook’s square, and then with your Queen’s 
Bishop’s Pawn tak<f the adversary’s King’s Pawn which is at your 
Queen's fourth square. * 

t Black loses the g&me by this move. 


a 



WHITK. • BJ.ArK. 

(i. K. B. takes K.B.P. and 6. K, to his B. square,* 
checks. 

7. Q. to K. B. third sq. 7. K. Kt. to its fourth sq. 

8. Q. B. takes K. Kt. 8. Q. takes Q. B. 

9. K. B. toadv. Q. fourth *9. K. to hi! second sq. 

sq. checking with Q, 

10. Q. toadv.K.B. second 10. K, to Q. square. 

square, and checks. 

11. K. B. P. two squares. 11. Q, to K, R. third sq. 

12. K. Kt. to its B. third square, &c. and your game is 

better opened tlwin yonr adversary’s. 


THIRD GAME. 


WHITE. BLACK. 

1. K. P. two sqxiarcs. * 1. The same. 

2. K.B. to Q.B. fourth sq. 2. K.Kt.toitsB.thirdsq.f 

3. Q. P. one square. 3. K.B. to Q.B. fourth 

square. 

4. K. B. P. two* squares. 4. Q. P. one square.;}; 

* If he take the Bishop with his King, you ought to check with 
your Queen, at the adversary’s Queen’s fourth square, and then 
take bis King’s Knight. 

t 'This move is very commonly played by him who acts on the 
defensive; playipg the King’s Bisbfipto its Queen’s Bishop’s fourth 
square, is however a much better move. 

t It would be better to take the King’s Knight with the King’s 
Bishop, 





WHITK. 

• « 

.5. K. Kt. to its B. third s(|. 
6’. Q. to K. second sq. 

7. K. to Q. Square. 

8. K. R. to its B. sq. 

9. K. R. P. one square. 

10. K. B. to adv. Q. Kt, 

fourth s((uare. 

11. K. B. takes Q. Kt. 

12. B. P. takes K. P. 

13. K. Kt. takes Q. P. 

14. K. Kt. to its fourth 

sfjuare. 


• BLACK. 

5. K. Kt. to adv. K. Kt. 

fourth square.* 
t>. K. B. to adv. K. B. 
second sq. checks. 

7. K. B. to Q. Kt. third 

square, t 

8. Q, Kt. to its B. third sq. 

9. K. Kt. to its B. third 

square. 

1(». Q. B. to Q. second sq. 

11. Q. B. takes K. B. 

12. Q.P. takes K.B. P. 

13. Q. B. takes K. P. 

14. Loses a piece, and 

the game. 


FOURTH GAME. 


WHITE. BLACK. 

1. K. P. two squares. 1. The same. 

2. K.B.io Q.B. fourth sq. 2. The same. 

*This appears tob^a good move; it is nevertheless, as 
attack is premature, very exceptionable. 

t If he did not retire his King’s Bishop, you ought to play your 
King's Ro6k's Pawn one square, and he could not avoid losing a 
piece. 



WHITE. • 

:}. Q. to K. second sq. 

4. Q. B. P. one square. 

5. K. B. P. two squares, 
t). K. R. takes K. B. 

7. Q. P. one square. 

S. K. Kt. P. one stjuare. 
}). Q. B. take.s K. Kt. P. 
10. Q. takes P. at K. R. 

second square. 

1 I. K. R. toitsli. square. 
I'J. Q. takes K. R. P. 

1 !. K. B. takes K. B. I*. 


ni^CK. 

« 

Q. P. one square.* 

4. K.Kt. to its B.third sq. 
.5. K. B. takes K. Kt.t 
G. K. P. takes K. B. P. 
7. K. Kt. P. two sq. 
y. K. P. takes K. K£. P. 
J). P. takes K. R. P. 

10. Q. Kt. to its Q. second 

square.;^ 

11. K. R. to its Kt. sq» 
1C. K. Kt. takes Q. 

i;?. K. to K. B. s(|narc. 


and clieeks. 

14. Q. B. takes Q. and must win.^ 


’ If would be bp.ttor 1o plav tlui Knit's Kniu;dil to its liisliop’s 
tbird s(|u:in', ;uid then casUc'; but if lu* played tbo Knii;'’s Knight 
to bis Kind’s 'ipooiid ^tpiare, you ou^hl to take his Kinj^'^s llisliop’s 
I'awii with your Kioto’s lUshop, and then cheek him wiili your 
Quern at Iwn Quetui’s 15ishoi)*s fourth sipiare; your jjamc would 
tiieii he much hetu r than your adveisary’s. 

t If, instead of this move, lu‘ were to take your King’s Pdsliop’s 
r*awu, you uiighw immediately to play your Queen’s Pawji two 
s(|uarcs, and then take iiis King's Pawn witli yiiur Queen’3 ' 
Bishop, 

I There will be a Variation from the tenth move of tlie Black 
to sjiow you how to play if he had moved his King’s 4t.ook to its 
Knight’s s<piare. 

§ If you were to take his Kin^s Rook with yourj^ing’s Bishop, 
giving a discovered check, you would lose thc^gaine, as he would 
*play hjs King’s Knight to its Bishop’s third square, and you could 
not win his Queen* 
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VARIATION, 

BEGINNING AT THE TENTH MOVE OF THE BLACK. 
WHITE. BLACK. 

1. K. P. two squares. 1. The same. 

2. K. B. to'^Q. B. fourtfi 2. The same. 

square. 

3. Q. to K. second square, 3. Q. P. one square. 

4. Q. B. P. one square. 4. K. Kt. to B. third sq. 

5. K. B. P. two squares. 5. K. B. takes K. Kt. 

6. K, R. takes K. B. 6. K- takes K. B. P. 

7. Q. P. one squay'e. 7. K. Kt. P. two squares. 

8. K. Kt. P. one square. 8. K. P. takes K. Kt. P. 

9. Q. B. takes K. Kt. P. 9. P. takes K. B. P. 

10. Q. takes P. at K. R. 10. K. R. to Kt. square. 

second square. 

11. Q. B. takes K. Kt. 11. K. R. takes K. R. and 

checks. 

12. Q. takes K. R. '12. Q. takes Q. B. 

13. Q. to adv. K. Kt sq. 13. K. to Q. second sq. 

giving check. 

14. K. B. takes K. B. P. 14. Q. to K. second sq.* 

15. Q. takes K. R. P. and your game is decidedly 

better than your adversary’s ; as you have a pawn 
more, and a position greatly superior. 

* This is the only move he can play to defend his QueenV 
■Bishop, and avoid checkmate* 
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FIFTH GAME. 


WHITE. 

1. K. P. two squares. 

2. K. B. to Q. B. fouitli 

square. 

.‘3. Q. to K. second scj.'j 

4. K. B. P. two sq.:|: 

K. R. takes K. B. 

6. Q. P. two squares. 

7. K. Kt. P. one square. 
H. K. U. takes K. P. 

9- Q. B. to adv. K. Kt, > 
fourth square. 


BLACK. 

1. The same. 

2. Q. B. P. one square.* * * § 

3. K. B. to Q. B. fourth 

square. 

4. K. B. takes K. Kt.^ 

5. K. P. takes K. B. P. 

• ■ 

6. Q. to adv. K. R. fourth 

square, and checks. 

7. K. P. takes K. Kt. P. 

8. K.Kt. to its B. third sq. 

9. Q. to K. R. fourth 

square.jl 


* Tliis is not the best move; he ought to play his King’s Bishop 
to Queen’s Bishop’^ fourtli square. 

t It would likewise be good play to push your Queen’s Pawn* * 
two squares. 

i You might also take K. B. P. with your Bishop, and if he 

took^ your B. you should Qheck at your Q, B, fourth asquare and 
take his Bishop.— -Ed. 

§ If he were to take your King^’sJPawn, you ought to play your 
King’s Knight fo its Bishop’s third square. • 

• II If he were to take your King's Pawn with his Queen, you 
ought to play your King's Rook to your King’s third square. 
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WHITE. 

. • 

10. Ci. to K. Kt; second 

f 

square. 

11. K. B. to K. second sq. 

12. Q. B. to Q, second sq. 

«. 

< 13.' K. P. one square. 

14. K. P. takes K^Kt. 

1.5. K. P. takes K. i[^.t. P. 
16'. Q. to K. fourth sq. 

, and checks. 

17. Q. to K. R. fourth 
square, and checks, 

1H'. Q. B. to K. B. fourth 

f 

square, and checks. 
IJ). Q. to adv. K. second 
sejuare, and checks. 

20. Q. B. takes Q. P. and 

checks. 

21. K. R. to Q. Kt. third 

square, and checks. 


BLACK. 

10. K. R. P. one square. 

■ 

11. Q. to K. Kt. third sq. 

12. Q. to K. R. second 

.square.* 

13. Q. takes Q. B. P.f 

14. Q. takes Q. Kt. P. 

1.5. K. R. to its Kt. sq. 

16. K. to Q. square. 

I 

17. K. to Q, B. sccoiul 

square. 

15. Q. P. one scjuare.;}; 

Q. B. to Q. second 
square. 

20. K. to Q. Kt. third 

square. 

21. Loses Q. &c. 


The sihiatiou of the Black pieces proves how very prejudicial 
it is to attack prematurely. 

+ If he removed his Knight, Ids game would be equally bad ; 
you ought then to take his King’s Knight's Pawn with your King’s 
Rook. , 

I If he were to play his King to his Queen’s Knight’s third 
square, you ought to give cheek with your King’s Rook at its 
Queen's Knight’s third square. 



SIXTH GAME. 


WHITE. 

1. K. P. two squares. 

‘J. K. Kt. to its B. third 
square. 

3. K. B.toQ. B.dburthsq. 

4. Q. B.P. one s(juarc. 

« 

.5. Q. P. two sijuares. 

6'. Q. B. P. talvcs K. P. 

7. K. P. one square. 


1. The same. 

2. Q. Kt. to its B. third 

Square, f 

3. The same. 

4. K. Kt. to its B. third 
. square. 

3 . K. P. takes Q. P.f 

6. K. B. to Q. Kt. third 

s<|uarc. X 

7. K. Kt. to adv. K. 

fourth square. ^ 


^ This is the best method of defendiuij the King's Pawn. It 
will he proved in several subsequent games, that if the Black sup¬ 
port his King’s Pawn in any other manner, he will have an inferior 
game. 

t If, instead of taking your Queen’s Pawn, he should retire his 
King’s Bishop either to his Queen’s Knight’s third square, or to 
his Queen's third square, he would lose the game; this will be 
demonstrated in the first and second Variations beginning at the 
Jt/ih move of the Black. 

I The Black loses the game by this move; he ought to have 
give^ you check with that Bishop. This will be analysed in the 
Second Part, 

^ There will be two Variations beginning at this move, as the 
Black might play his King's Knight to the Adversary’s King’s 
Knight's fourth square, or to his King's Rook's fourth square. But 
if, instead of moving his Knight, he had played his Quoen to his 



WHITE. 

. • 

8. K. Bi to adv. Q. fourth 

I 

square. 

9‘ K. B, takes K. Kt. 

10. Q. B, to adv. K. Kt. 

fourth square. 

11. K. Kt. to its R. fourth 

square. 

12. K. Kt.*to adv. K. B. 

fourth square. 

13. Q. checks at adv. K.R. 

fourth square. 

14. Q. B.'checks at adv. 

K.R. third sq. 

15. Q.checksatadv.K.Kt. 

fourth square. 

1 6. Q. checks at adv. K. B. 

third square. 

17> Q- takes K. R. and, 
checks. 


BLACK. 

8. K.B. P. two squares.* 

9. K. B. P. takes K. B. 

10. Q. Kt. to K. second 

t 

square. 

11. K. Kt. P. one sq.f 

12. K. Kt. P. takes Kt. 

t 

13. K. to his B. square. 

14. K. to his Kt. square. 

15. K. to his B. second 

square. 

16. K. to his square. 

17. K. to his B. second 

square. ^ 


King’s second square^ you ought immediately to haye castled; 
and your situation would have been very advantageous. 

* If, instead of playing the King’s BishopVPawn two squares, 
^ he were to give you check with his King’s Bishop, your best move 
would be to play your King to his Bishop’s square. 

t The fifth and sixth Variations will begin from this move, as 
the Black might have played either his Queen’s Pawn, or his 
Rook’s Pawn, one square. " ^ . 

X If he should interpose his King’s Knight, you must take 
his Queen, givingcheck, and then play your Queen to his Bishop’s 
third square, &c. 

§ If he interpose* the King’s Knight at its own square, you 
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WHITE. BLACK. 

18- Q. checks at adv.K.B. 18. K. to his square.* 
third square. 

19. Q. to.adv. K. B. square, giving checkmate. 


FIRST VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

1. K,P. two squares. 1. The same. 

2. K. Kt. to itsB*. third sq. 2. Q. Kt. to its B. thirdsq. 

3. K.B.toQ. B.fourth sq. 3. The same. 

4. Q. B. P. one sqliarc. 4. K. Kt.to its B. third sq. 

5. Q. P. two squares. 5. K. B. to Q. Kt. third sq. 

O'. Q. P. takes K.J*. 6. K. Kt. takes K. P. 

7. Q. to adv. Q. fourth 7. K.B. takes K.B.P.*and 

square. checks. 

8. K. to his B. square. 8. Loses a piece ; being 

obliged to castle, or to play his Q. to his K. 

second square, to avoid checkmate; and in 
either case, you will take his K. Kt. with your Q. 

* SECOND VARIATION. 

BEGINNING THE FIFTH MOVE OF THE BLACK. 

1. K. P. two squares. 1. The same. 

2. K. Kt.toitsB. third sq. 2. Q. Kt. to its B. third sq. 

should take it with your Queen^ giving check; and then by playing 
your Queen's Bishop to his King's {^night's fourth square you will 
check-mate him.* 

' * If to his Knight’s square, you will checkmate him at bis 
King's Knight's second square. 
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WHITE. • BLACK. 

• • 

3. K. R.to<^.h.fourth S(j. 3. The same. 

4. Q. B. F. one square. 4. K. Kt. to its B, third sq. 

5. Q. P. two squares. 5. K. B.to Q. third sq. 

6. Q. P. takes K. P. 6. Q. Kt. takes Q, P. * 

7. K.Kt. fakes Q. Kt. ’ 7. K.B. takes K. Kt. 

H. K.B. P. two squares. 8. K.B. to Q. third sq. 

9. K. P. one square, and you will gain a piece; but if 
he to play his Q.to his K. second square, you 
inu9t also play your Q. to your K. second scpiare, 
, for if you were to castle, he would give check 
with his K. B. and then remove his K. Kt. 

THIRD VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE BLACK. 

I. K. F. two squares. 1. The same. 

2. K.Kt. to itsB. third sq. 2. Q. Kt. to its B. third sq. 

3. K.B. to Q.B.fourth sq. 3. The same. 

4. Q. B. F. one square. 4. K.Kt. to its B. third sq. 
6. Q. P. two squares. 3. K. F. takes Q-F. 

6. Q. B. F. takes K. F. 6. K.B. to Q. Kt. third sq. 

7. K. P. one square. 7. K. Kt. to adv. K. Kt. 

fourth square. 

* If, instciid of taking your Queen’s Pawn with his Queen’s 
Knight, he should take it with his King’s Bishop, you mus*, play 
your King’s Knight to his King’s Knight’s fourth square, and after 
he has castled to defend his King’s Bishop's Pawn, you must then 
play your King’s liishop’s Pawn two squares, and then your King’s 
Pawn one square, &c. 


t 



WHITK. , BLACli. 

8, K. li. takes K. B. P, s. K. takps If. 
and checks.* 

y. K. Kt. checks at adv. y. K. to his square. 

K, Kt. fourth 8i|. 

To. Q. takes K.Kt. and the White has a jjjjjod game. 


FOIUITJI VARIATION, 

UK.GINNING AT THK SKVENTH MOVE OF THE BLACK. 


1. A'. P. iuo squiU'CS. 

2. K.Kt. to its B. thirdsq. 

3. K. B. to Q. B. fourth sq. 

4. Q.. B. P. one square, 
h. Q. P. feco squares. 

(). Q. B. P. takes K. P. 

7. A’. P. one square. 

8. K. Kt. to adv. K. Kt. 

fourth square, 
y. Q. takes K. Kt. 


1. 'fhe same .) ! 

S- 

2 . Q. Kt. toits^.thirdsq, 

3 . TJie same^ 

4. K. Kt. to its B. third sq. 
fu K. P. takes Q. P. 

6. K. B. to Q. Kt. third 
square. 

7- K. Kt. to its R. fourth 
square. 

8. K-castles.f 

q. K,R. P. one square, to 
prevent checkmate. 


10, K. Kt. takes K. B. P. and you will very easily win 
the game. * 


* It would also be good play if you were to move your King’s 
Rook’s Pawn one square, as he would be compelled to retire his 
Kniglft to its Rook’s third square: you should take it with your 
Queen’s Bishop, and thcri play your Queen to her second square. 

t Instead of yastling, the Black*raay support his King’s Knight 
with his King’s Knight’s Pawn; but, in that case, by taking the 
King’s Bishop’s Pawn with your Knight, you will compel him to 
lose his King’s Rook. 



FIFTH VARIATION, 

f 

BEGINNING AT THE ELEVENTH MOVE OF THE BLACK. 


WHITE. 

1. K. P. two sijuares. 

2. K. Kt. ko its B. third 

square. 

3. K. B. to Q. B. fourth 

squate. 

4. Q. B. P. one square. 

5. Q. P. two squares. 

6. Q. B. P. takes Jt. P. 

7. K. P. one square. 

« 

8. K.B. to adv. Q. fourth 

square. 

9. K. B. takes K. Kt. 

10. Q. B. to adv. K. Kt. 

fourth square. 

11. K. Kt. to its R. fourth 

square. 

12. Q. checks at adv. K. 

R. fourth square. 

' ‘13. K. Kt. cheeks at adv. 
K. Kt. third sq. 


BLACK. 

1 . The same. 

2. Q. Kt. to its B. third 

square. 

3. The same. 

4. K. Kt. to its B. third sq. 

5. K. P. takes Q. P. 

6. K. B.toQ. Kt. third sq. 

7. K.Kt.to adv. K.fourth 

square. 

8. K. B. P. two squares.' 

9. K. B. P. takes K. B. 

10. Q. Kt. to K. second 

square. 

11. K. R. P. one square. 

12. K, to his B. square.* 

13. K. to his Kt. sq.f 


* He may play his King’s Knight’s Pawn one square, instead 
of moving his King. This will be analysed in a Supplement to 
this Variation. 

t If, instead of playing his King to his Knight's square, he 
should play it cither his square, or to his King’s Bishop’s se- 



BT4ACK. 


WHITE. 

14. K. Kt. tajces K. Kt. 14. K. to hia B. square.* 
and checks. 

1.5. K. Kt. gives check at adv. K. Kt. third square; 
and you will take his Q. with your Q. B. the 
next move, &c. 

SUPPLEMENT TO THIS VARIATION. 

12. • 12. K. Kt. P. one square. 

13. K. Kt. takes K. Kt. P. 13. K. R. to its second sq. 

14. K. Kt. takes K.Ktrand 14. K^ to B. sq. {Or A.) 

checks by discovery. 

13. K, Kt. gives check at 1.5. K. to his square, 
adv. K. Kt. third s(j. 

It). Q. B. takes K. R. P. 1(). R. takes B. 

17. Q. takes li. 17., Q. P- one square. 

18. Q. P. one square. IH. Q. P. takes K. P. (or 

any other move; the game being lost.) 
l.q. Q. checks at adv. K. 1*9. K. to his Q. second 
B. srjiiare. square. 

20. K. Kt, takes Q. P. (at adv. K. fourth square), and 
gives checkmate. 

cond square, you must take his Rook with your Knight, giving 
check by discovery, &c. And, if instead of moving his King, he 
should take your Knight with his Knight, you must take his 
Queen* with your Queen’s Bishop, and you will easily win the 
game. 

If he were to play his King to his Rook’s,second square, . 
yov must checkmate him with your Queen at his King's Knight's 
third square. 




BLACK. 


(A.) 

i 

WHITE. 

14 . 14. K. R. to K.B. second 

square. 

15. Q. takec K. R. P. • 15. R. takes Kt. (Or B.) 

l(j. Q. checks at adv. K. Ki. R interposes at K. B. 

Kt. third square. second square. 

] 7. Q. B. takes the Q. &c. 

< 

(B.) 

0 

15 . " 15. Q. P. two squares. 

16. K. Kt. to adv. K. Kt. 16’. Q. to her second s<|. 

third square. 

17. Q. checks at adv. R. 17. R. interposes at K.B. 

square. square. 

18. Q. takes R. and gives checkmate. 


SIXTH VARIATION, 

t ' 

BEGINNING AT THE ELEVENTH MOVE OF THE BLACK. 


1. K.F. two s(juartis. 

2. K. Kt. to its B. third 

square. 

3. K. B. to Q. B. fourth 

square. 

4. Q. B. P. one square. 

5. Q. P. two squares. 

*6. Q. B. P. takes K. P. 


1. The same. 

2. Q. Kt. to it,s B. third 

square. 

3. The same. 

4. K. Kt. td its B. thii'd 

\ 

square. 

5. K. P. takes Q. P. 

6. K. B. to Q. Kt. third 

square. 





7. A'. /■*. one stjuare. 

8. K. B. to udv. Q. fourth 

stjuare. 

* 9 . A'. B. A". A7. 

10. B. /o adv. K. Kt. 

■ fourth square. 

11. A. Kt.to it sR fourth sq. 
1‘2. Q. checks at ailv. K, 

11. fourth square*. 

I. i. K.. Kt. takes K. Rt. P. 

II. Q. takes R. aiielchecks. 
1.). K. P. ouc square, ”iv- 

iuj; clieck. 

10. Q. take.s Q. &c. 

suppMi.MiiN r ro ' 
12. 

13. Q. chocks at K. Kt. 
I’ourth sejuarc. 


7 . 

K. 

Kt. to adv. K 

• 


fourth stfuare. 

8. 

K. 

B. P. two squares. 

?,). 

A. 

B. P.*takes K. B. 

10. 

Q. 

Kt. to K. secohd 


sfjuart^ 

11. 

Q. 

P. one square. 

12. 

K. 

Kt. P. one sq.* 

1.3. 

K. 

• 

R. P. takes K. Kt. 

14. 

K. 

tt) Q. second sq. 

l:>. 

K. 

taki'S P. or moves 

A 


to Q. ii. third s(j. 

HIS 


LlllA'l'lON. 

12. 

K. 

to Q. second sq. 

13. 

K. 

to Q. B. third sq.'(' 


' Iiist' !ic1 of iutejposinf( the Knif'lit’s Pawn, the Black may 
pl.ay Ins Kmjr to his Bisliop's s<)uare; in whicli case, you must 
elieck with your King’s Knight at th(t adversary’s King’s Knight’s 
third sijuaro, and you will win his King’s Kniglit; frn- if he were 
to take your Knight with his Hook's Pawn, he would Jose his 
Kook and his Queen. But, as at the twelfth move, he may 
play his King to his Queen’s secojid square, the be.st moves 
will be analysed In a Supplement to this Variation. 

•t If he were to retire his Kinf^ to his own square, you should 
immediately play your King’s Pawn to bis King’s third square. 
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WHITE. BLACK. 

14. Q. takes K. B. P. at 14. Q. P. one square. 

K. fourth square and checks. 

15. Q. to her B. second 15. K. to Q. second sq.* 

sq. giving check. 

16. K. Kt. to adv. K. B; 16. R. toK. square. 

fourth square. 

17. K. Kt. takes K. Kt. P. 17. K. R. to its Kt. sq. 

18. K. P. checks at adv. 18. K. to Q. third sq. 

K. third square. 

_1‘). Q. B. gives checkmate at K. B. fourth square.t 


SEVENTH GAME. 



WHITE. BLACK. 

1. K. P. two s((uarcs. 1. The same. 

2. K.Kt. toK.B.third sq. 2. Q. P. one square.! 


* If the Black, instead of playing his King to his Q, second 
square, should play— 


WHITE. 


BLACK. 


15. 15. K. to Q. Kt. fourth square, 

16. Q. Kt. checks at R. third 16. K. to Q. R. fourth square. 

square. 

17. Q. .B- checks at Q. second 17. K. to Q. R. third square, 
square. 

18. Q, to her third square, giving checkmate. 

t In page 25* (note *) it has been observed, that, when you at¬ 
tack your adversary's King's Pawn with your King’s Knight, he 
ought to support it with his Queens Knight, He may also defend it 
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WHITK. • 

J. K. B. toQ.B. fourth 
square.* 

4. Q. B. P. one square. 

5. Q. P. tm> squares. 

6. K. Kt. takes K. P. 

7. K. B. takes K. B. P. 

and checks. 

8. Q. checks at adv. K. 

R. fourth .square. 


BL^CK. 


3. 

K. 

R. one square, i 

4. 

K. 

Kt. to its B. third 



square. 

•.5. 

K. 

P. taKc.s Q. P. 

G. 

K. 

Kt. takes K. P. ^ 

7. 

K. 

takes B. 

8. 

K. 

to his second sq. § 


with—1. the Queen’s Pawn ; *2. with the Queen ; H. with the King’s 
Bishop; and 4. with the King’s Bisliop’s Pawn. These are rtli 
exceptionable moves, as the following games will demonstrate. 
The first of them is very commonly played, and is considered a 
good move by Lopez. Piiiudor also directs the player, who 
has not the move, to support lus King’s Pawn by playing his 
Queen’s Pawn one stpiare, after which he is to play his King’s 
Bishop’s Pawn two squares, &c. Jt seems that he was in an error 
in that respect; and, though he did not like to retract from the 
assertion which ho made in the first edition of his work, that 
playin^ the King's Knight to the Bishops third square, was a had 
move he admitted, in the edition of 1700, that the whole of that 
game was not very exact. 

It is better to play the Queen’s Pawn two squares; this will 
be demonstrated in the eighth game. 

t If he were to play his King’s Knight to its Bishop’s third 
squai;^!, you should play your King’s Knight to his Kniglit’s fourth 
square, and he could not prevent you from gaining a Pawn. 

I This is a bad move; instead •f taking your King’s Pawn he 
ought to play his King’s Bishop to his King’s second square. 

^ As he may play his King to his Bishop’s third square, the 
best method of playing will be shown in a Vreriation, 
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/vyHITE, * BLACK. 

9 . Q. to K. second sq. 9* Q. P- one square. 

10. K. B. P. one square ; and your game is consider¬ 

ably better than your adversary’s. 

' VARIATION, 

BEGINNINC; AT THE EIGHTH MOVE OF THE BLACK. 

1. K. P. two squares. ]. The same. 

J2. K. Kt. to K. B. third 52. Q. P. one square, 

square. 

3. K. B. to Q. B. fourth 3. K. R. P. one square. 

square. 

4. Q. B. P. one square. 4. K. Kt. to its B. third 

square. 

5 . Q. P. two squares. ,5. K. P. takes Q. P. 

6. K, Kt. takes K. P. 6'. K. Kt. takes K. P. 

7 . K. B. takes K. B. P. 7. K. takes B. 

and checks. 

8. Q. checks at adv. K. R: 8. K. to his B. third 

fourth squai'e. square. 

9 . Q. to K. R. fourth sq. 9- K. Kt. to its fourth 

and checks. square. * 

. 10. Q. B. takes K. Kt. 10. K, R\P. takes Q.B. 
and checks. 

11. Q. takes K. 11. and you will easily win the game. 

I 

* If he play his King’s Knight’s Pawn two squares, you must 
take his King’s Knight with*ypur Queen. 
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EIGHTH GAME. 

WHITE, BLACK. 

, I. K. P. two squares. 1. The same. 

‘J. K.Kt.toitsB.thinl sq. 2. Q. P. one square. , 

3. Q. P. two squares. 3. K.B. P. two squares.* 

4. Q. P. takes K. P. 4. K B. P. takes K. P. 

5. K. Kt. to adv-K. Kt. 5. Q. P. one square, t 

fourth square. 

6. Q. P. one sq. to.a(lv. Iv- Kt. to its li. third 

K. third sq. X square. § 

7. K. Kt. takes K. R. P. II 7. Q. B. takes I’, at its 

K. third s(j. ^ • 

* PInlidor dirocts this move; wiiirh, h<! s;iys, will jrive the 
Black the best of the game. 

If, instead of playing his Queen’s Pawn one square, lie were 
to take your Queen's Pawn with his, you should take his Queen 
with your Queen, and iheii cheek jvilh your King’s Knight at his 
King’s Bishop’s second stjuare, <fec. and if, instead of taking 
yoiir Qu( t n’s Pawn he should play bis Queen’s Bislioji to King’s 
Bishop’s fourth square, you imist play your Queen to his Queen’s 
fourth square, and the game will decidedly he in your favour. 

I This move decides the gamt^ in your favour. Instead of this 
move, Philidor directs the playing of the King’s Bishop’s Pawn two 
squares. 

§ He can play no other move to prevent you iVom gaining his 
King’^ Rook with your King’s Knight. 

II Instead of this move you might chi ck with your Queen at 

adversary’s K. 11.^ fourth square, and on his interposing K. Kt. Ih 
play her to K. R. third square.— Ed. * 

IT As he may take your King’s Knight with his Rook, there 
will he a Variation, beginning at the seventh move of the Black. 



BLACK. 
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WHITE. 

8. K. Kt. takes K. B. 8. K. takes Kt. &c. * 

It is obvious that you have much the best of 
the game; his King being badly situated, and one 
of his Pawns being isolated. 

I 

t * 

VARIATION, 

BEGINNING AT THE SEVENTH MO\ E OF THE BLACK. 

1. K. P. two squares. ]. THe same. 

2. K. Kt.toitsB.thirdsq. 2. Q.P. one square. 

3. Q. P. two squares. 3. ’K. B. P. two squat'es. 

4. Q. P. takes K. P. 4. K. B. P. takes K. P. 

,5. K. Kt. to adv. K. Kt. 5. Q. P. one square. 

fourth square. 

6‘. Q. P. one sq. to adv. 6. K. Kt. to its R. third 
K. third square. square, 

7. K. Kt. takes K. R. P. 7. K. R. takes K. Kt. 

8. Q. checks at adv. K.R. 8. K. Kt. P. one sq.f 

fourtli square. 

9. Q. takes Kt. P. and 9- K. R. interposes at its 

checks. B. second sq. ;J; 

*■ 

* If, instead of taking your Knight with his King, he should 
take it with his Rook, you must take his King's Knight with your 
Queen’s Bishop, and then check with your Queen at his King’s 
Rook’s fourth square; and you will gain his King’s Knight’s 
Pawn. 

t If he move his king, <^eck with your Queen’s Bishop at his 
King’s Knight’s fourth square, and you will win *his Queen. 

X If he interpose his King’s Knight, you must take his Rock 
with your Queen, 
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WHITE. « BLACK. 

10. Q.B.,takes K. Kt. 10. Q.B. takes P. at its K. 

third square.* 

11. Q. takes Q. B. and 11. R. interposes at its K. 

checks. second square. 

Q. checks at adv. K. l!ii. R. interp®ses at its 
Kt. third square. K.B. second sq. • 

13. Q.B. takes K. B. 13. K. takes Q. B. 

14. Q. Kt. to itsB. third stjuare, or K. R. P: two squares; 

and the gairie may be considered as won. 


NlN'ril GAME. 


WH ^TK. 

1. K. P. two squares, 
il. K. Kt. to K. B. third 
square. 

3. K. B. to Q. B. fourth 
square. 


BLACK. 

I 

1. The same. 

a. .K.B.to Q. third sq.f 

3. K. Kt. to K. B. third 
square. 


* He can not take your Queen's Bishop without being check¬ 
mated f and if he play his Queen to his King's second* square, 
you must take his Rook, exchange Queens, and then take his 
Kiug^s Bishop with^your Queen's Bishop. 

^ t The Black loses the game by this move. lie ought to play 
his Queen’s Knight, instead of his King’s Bishop. 
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* 

WMITK. 

. • 

4. Q. P. two squares. 

5. Q. P. talces K. P. 

6 . Q. to adv. Q. fourth 

S((U{»i'C. 

7 . K. to his second sq. 

8 . Q. takes K. Kt. 

i). K.. Kt. to adv. K. Kt. 
fourth s(juare. 

10 . K. 11. to K. H. stjuare. 

11 . K. R. takes K. B. P. 

12 . K. B. takes R. and 

t 

checks. 

* If, insU;ad of takinj^ your King's Pawn, he were to take 
your Queen’s Pawn, you would gain a piece by playing yoiu' 
King’s l^uwn to his King’s fourtli stpiaro. 

t He has no means to save his King’s Knight, and he must 
consequently lose the game; but it would bo better play to move 
his King’s Rook to his King’s Bishop’s square, Ihan to castle, be- 
cause when you play your King’s Knight to the adversary’s King’s 
Knight’s fourth square, that move would not be so dangerous as it 
is after his castling; butiin either case you will easily win the 
game. 

I Unless he sacrifice his Queen for your King’s Knight, he has 
no other move to avokl checkmate. 

§ As* he may play his Queen to her King's second sqpare, a 
Variation will be subjoined. 

If, instead of playing hjs Queen he were to play his King’s 
Rook’s Pawn orfe square, to attack your Knight, you should take 
his Knight’s Pawn with your Queen, giving check, and then check¬ 
mate him the next move at his King’s Rook second square. 


4. K. Kt. takes K. P.* * * § 

5. K. B. to Q. B. fourth 

square. 

6. K. B. takes K. B. P. 

and checks. 

7. K. castles.'I' 

8. K. B. to Q. B. fourth 

square. 

9- K. Kt. P. one square. X 

10. *Q. to her K. square. § 

11. R. takes R. 

12. Q. takes K.B. 
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BEACK. 

l;J, K. Kt. takes Q. 1:}. K. takes K. Kt. 

14-. Q. checks at adv, Q. 14. Loses tfie game, 

fourth square. 

VAKIATION, 

BEGINNING AT THE TENT?! MOVE OF Tufi BHACK. 

]. K. P. two squares. 1. The same. 

2. K.Kt.toK.B.thirds<j. 2. K. B. to Q. third sq. 

3. K. B. to Q. R. fourth 3. K. Kt. to K. B. third 

square. .square. 

4. Q. P- two squat'm. 4. /i. Kt. takes K. P. ' 

5. Q. P. takes K. P. K. B. to Q. B.Jhio'th 

square. 

6. Q. to adv. Q. fourth G. K. B. takes K. B. P. 

square. and checks 

7. K. to his second sq. 7- K. castles. 

s. Q. takes K. Kt. 8. K. B. to Q,. B. fourth 

.square. 

9. K. Kt. to adv. K. Kt. • 9. K. Kt.P.one square, 
fourth square. 

10. K.R. to K.B. square. 10. Q. to K.second sq, 

11. K. Kt. takes K, B. P. 11. K. to his Kt. second 

* 8(juarc. (Or A.) 

12. Q. B. checks at adv. 12. K. to his Kt. square. 

K. R. third sq. 

13.,Kt. to adv. K. Kt. 13. K. to his R.'.square. 

fourth square, giving check by discovery. 

14. R.takesR. and checks. ‘M. Q. takes R. 

.15. Q. B. takes Q. 1.5. K. B. takes Q. B. 

16’. Q. to adv. Q. fourth sq. * 16’. K. to his Kt. second 

scjuarc. 
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WHITE. c BLACK. 

t 

17 . Q. checks at atlv.^K. 17. K.to his R. third sq. 

Kt. square. 

18. K. Kt. to adv. K. B. 18. K. to his R. fourth sq. 

second square, and checks. 

19 . Q. takes*^ R. P. and^ 19- K.to adv. K.Kt. fourth 

. checks. square. 

20. Q. checks at K. R. 20. K. to adv. K.B. fourth 

third square. squai'e. 

21. Q. gives checkmate at K.B. third square. 

^ (^0 

11. 11. R. takes K. Kt. 

12. R. takes R. 12. Q. to her sq. (Or B.) 

13. Q. B. to adv. K. R. 13. K. to his R. square. 

third square. 

14 . Q. B. checks at adv. 14. K. to his Kt. sq. 

K. Kt. second sq. 

15. K. R. takes Q. P. and gives checkmate by dis¬ 

covery. 

If he f)lay his Queen to King’s square, instead of 
playing her to her own square, you should play as 
follows;— 

13. K. R. takes K. R. P. 13. K. takes R. 

giving check by discovery. 

14. Q. checks at K. R. 14. K. to his Kt. second 

fourth square. ^ square. 

15. Q. checkmates at adv. K. R. third sq. 
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TENTH GAME. 


WHITE. DLACK. 

1. K. P. two squares. 1. The same. 

!2. K.Kt.to K.B. third sq. Q. to K. B. third sq.* 

3. K. B. to Q. B.* fourth 3. Q. to K.Kt. third sq. 

square. 

4. K. castles. 4. Q. takes K. P. f 

5. K. B. takes K. B. P. .5. K. to his second sq. 

and checks. 

6'. R. to K. square. 6. Q.to adv. K.B. fotirth 

square. § 

7. K. R. takes K. P. and 7.‘ K. takes B. 

checks. 

8. Q. P. two squares. 8. Q. to K. B. third sq. 

This is not a good move, he ought to have played his Queen’s 
Knight to Queen’s Bishop’s third stjuarc. 

t Black loses the game by this move; he ought to play his 
Queen’s Knight to Us Bishop’s third square; but he would never¬ 
theless have a bad gamej on account of the situation of his Queen. • 
X If he were to take the Bishop^ you should give check at the 
adversary's King's Knight's fourth square, and then take his Queen. 
But as he may move his King to his Queen’s square, there will be 
a yaruLtion^ beginning at the ^fth move of the Black. 

§ If he were to play his Queen to her King’s Bishop's fourth 
square, you*8hduld check his King and Queer* with your King's 
Kook. 
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WHITE. " BLACK. 

9. K. Kt. checks at adv. 9. K. to his Kt. third 
K. Kt. fourth sq. square. 

10. Q. checks at her third 10. K. to his R. fourth 

square. square. 

11. K. Kt. P‘. two squares 11. K. takes P., or moves 

giving check. to adv. K.R. fourth 

. square.* 

12. Q. to K. R. tliird square, and checkmates. 

< 

VAKIATJON, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

c 

1. K. P. two squares. 1. The same. 

2. K.Kt. to K.B.third sq. 2. Q. to K. B. third sq. 

3. K.B. to Q.B. fourth sq. 3. Q. to K. Kt. third sq. 

4. K. castles. 4. Q. takes K. P. 

5. K. B. takes K. B.’P. 5. K.to Q. squai’e. 

and checks. 

6. K. Kt. takes K. P. 6'. Q. P. one square. 

7. K. R. to K. square. 7- Q. to K.R. fourth sq.'j, 

8. K. Kt. checks at adv. 8. Q. Kt. takes K. Kt. 

Q. B. third square. * 

9. K. R. checks at adv. 9- K. to Q. second sq. 

K. square. 

* If he move his King to his Rook’s third square, you must play 
your King’s Knight to his Bishop's second square, giving double 
check, and checkmate. 

t If he take your Knight with his Queen, you must play your 
King’s Rook to your King’s square, &c. 

X As he may play his Queen to adversary’s QuSen's Rook’s 
fourth square, a Supplement to this Variation will be subjoined. 
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WHITE. • BI.ACK. 

• . 

10. R. takes K. B.* 10. K. to his second sq, 

11. R. takes K. Kt. 11. R. takes R. 

I'J. B. takes R. and you will easily win the game. 


SUPPLEMENT TO THIS VARIATION. 


7. 7. 

8. Q. Kt. P. one square. 8. 

9. K. B. to Q. B. fourth 9- 

scjiuive. 

10. K. Kt. cheeks at adv. 10. 

K. B. second sq. 

11. Q. checks at K. Kt. 11. 

fourth si|uarc. 

12. K. Kt, to adv. Q. sq. 1!2. 

and checks. 

13. Q.P. two squares, and , 13. 

checks. 

14. Q. B. to Q. second square. 


Q. to adv.Q. R.fourth 
square, 

Q. to her R. third sq. t 

Q. to her Kt. - thifd 
square, 

K. to Q. second sq. 

K.to Q. Ji. third sq. 

K. to Q. B. fourth 
square. 

K. to adv.Q. Kt. fourth 
square. 

giving checkmate. 


* It would be vyrong for you to check with your Bishop at his 
King’s third square, as you would lose t/iree pieces for his Queen.* • 
t If he were to play his Queen to her Knight’s fourth square, * 
you should attack her with your King’s Bishop, and not with your 
Qiiegn’s Rook, or Queen’s Bishop’s Pawn. 

I If he played his Queen’s Knight’s Pawn two squares, to defend 
his Queen, you should, notwith8|anding, check with the King's 
Knight at his King’s Bishop’s second square, ^nd then with your 
Queen at your King’s Knight’s fourth scpiare, &c. 




ELEVENTH GAME. 


« 


WHITE. 

1. K.P. two squares. 

2. K. Kt. to its B. third 

square. 

3. K, Kt. takes K. P. 

4. Q. checks at adv. K. 


BLACK. 

1. The same. 

2. K. B. P. one square.* 

3. K-B- P* takes K. Kt. f 

4. K. Kt. P. one square.;}; 

5. Q. to K. second sq. 
checks. 

6*. Q. takes K. P. and 
checks. 

7. Q. to K. third square, 
or K. Kt. to K. second sq. 


R. fourth square. 

,5. ,Q. takes P. at adv. K. 
fourth square, and 

6. Q. takes K. R. 

7. K. to Q. square. 

8. Q. takes K. R. P. and must win the game. 


• This is not a good move, but as it frequently occurs, this 
analysis has been inserted to teach the proper method of playing. 
Damtamo having analysed this game very scientifically, it is called, 
in Spain and Italy, “Damiano’s Gambit.” 

t Black loses the game by this move, he ought instead to play 
his Queen to his King’s second square; it would then become du¬ 
bious whether your situation were greatly superior to his. 

t If he were to move his King to his second square, instead of 
playing his King’§ Knight’s Pawn one square, he would lose the 
game in a few moves; as will be shown in a Variation. 
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VARIATION, 

BEGINNING AT THE FOUIlTH MOVE OF THE BT.ACK. 


WHITE, 

1. K.P. two squares. 

2. K. Kt. to its B. third sq. 

3. K. Kt. takes K. P. 

4. Q. checks at ado. K. R. 

fourth square. 

5. Q.takes P. and checks. 

a, K.B. checks at Q. B. 
fourth scjiiare. 

7. Q. checks at adv. K. 

B. fourth square. 

8. Q. P. two squares, and 

checks with Q. B. 

9. K. R. P. two sq. 


BLACK. 

. 1. The sam^ 

2. K. B. P. one square. 

3. K. B. P. takes K. Kt. 

4. K. to his second sq. 

5. K. to his B. second 
. square. 

6. K. to his Kt. third sq. 

(Or A.) 

7. K. to his R. third sq. 

8. K. Kt. P. two squares. 


9. K.to his Kt. second sq. 

10. Q. to adv. K.B. second * 10. K. to his R. third 

sq, and checks. square. 

11. K. R. P. takes K. Kt. P. giving double check and 

checkmate. 


(A) 

6. 6. Q. P. two squares. 

7., K. B. takes Q. P. and 7. K. to his Kt. third 
checks. square. 

8. K. R. P.two sqnares. * 8. K. B.^to Q. third sq. 

• 9. K. R. P. one square, 9- K. to his R. third sq. 
giving check. 
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« 

white! • BLACK. 

; .1 

10. Q. P. two squares, 10. K. Kt. P. two squares. 

giving a discovered check. 

11. K. R. P. takes pas- 11. K. takes K. R. P. 

sant, and gives double check. 

1£. Q. checks at adv. K: 1£. K. to his Kt. second 
R. fourth square. square. 

13. Q. to adv. K.B. second square, giving checkmate. 


TWELFTH GAME. 


WHITE. 


BLACK, 

1. The same. 


1. K.P. two squares. 

2. K. Kt. to its B. third 

square. 

3. K. Kt. tak'es K. P. 

4. Q. to K. second sq. 

5. Q. takes K. Kt. 

6. Q.P. two squares 

7. K. B. P. two squares. 

8. Q.P. takes Q.P. 

9. Q. Kt. to its B. third 

square. 

10. Q. Kt. to adv. Q. 

fourth square. 


2. The same* 

3. The same. 

4. The same. 

3. Q. P. one square 

6. K. B. P. one square. 

7. Q. P. takes K. Kt. 

8. Q.Kt,toQ.‘second sq, 
9- K. B. P. takes Q. P. 

f I 

V 

1 

Qi 

10. Q. to her third sq. 


* This move is frequently plqyed; it is exceptiouaJble, but it re¬ 
quires caution and^forbearance in the player ef the White to avail 
himself of this mistake: if he attacked heedlessly, his adversary 
might easily retrieve his game. 
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WHITE. 

11. K. B. P. takes P. 

12. Q. B. to K. third sq. 

•13. Q. B. interposes atQ. 
second square. 

14. Q. Kt. P. two squares. 

15. K. B. to adv. Q. Kt. 

fourth sciuarc.l 
If). Q.takesQ. and chocks. 

17. Q Kt. take.'t Q. B. P. 

and gives check. 


•BLACK, 


11. 

Q. 

to 

h'ef B. fourt|i 



square. * 

12. 


to 

her R. fourth 



sq. 

and checks. 

J3. 

Q. 

to 

hpr B. fourth 



square. 

14. 

Q. 

to ] 

ber B. third sq. 

15. 

Q. 

to K. Kt. tMrd sq. 

16'. 

K. 

R.] 

P, takes Q. 

17. 

Loses 

Q. R. and tlic 


game. 


'L'lIlin’Ei':N'J'll GAME. 


WHITE. BLACK. 

1. K. P* two s(iuarcs. 1. The same. 

2. K.Kt.toK.B.thirdsq. 2. Q. Kt. toQ.B. third sq. 

* If the Black *take the Pawn with his Queen’s Knijht, you^ 
will gain a piece by playing your Queen’s Bishop to King’s 
Bis^p’s fourth square; and if, instead of taking the Pawn with his 
Queen’s Knight, he should takeitwitli his Qu^cn, yo^u ought to 
exch&uge Queens, and then check his King and Qtieen’s Rook 
with your Queen’s Knight. 

t It i^,almost needless to oblerve, that, if the Black were to 
t^ike your King’s Bishop^ with his Queen, you ought immediately to 
take the Queen’s Bishop’s Pawn with your Queen’s Knight, giving 
check, and attacking the Queen at the same time. 


E 




WHltK. 

3. K. B. to Q. B. fourth 

square. 

4. Q. B. P. one square. 

5. Q. P. one square. 

i 

6. Q. to her Kt. third 

square. 

7. K. B. takes K. B. P. 

and checks. 

8. Q. to her R. fourth 

square. 

9 - Q. takes Q. Kt.:}: 

10. K. Kt. P. takes Q. B. 

I 

11. Q. P. one square. 

12. Q. B. P. takes K. P. 


50 

* 

. BLACK. 

3. K. B. to Q. B. fourth 
square. 

4. Q. P. one square. 

5 . Q. B. to adv. K. Kt. 
fourth square. * * * § 

6. Q. Kt. to its R. fourth 
square, f 

7. K. to his B. square. 

* 

8. K. takes K. B. 

t 

9 . Q. B. takes K. Kt. 

10. Q. to adv. K.R. fourth 
square. 

11. K. P. takes Q. P. 

12. K. B. to Q. Kt. third 
square. § 


* The Black loses the game by this move. He ought to play 
his Queen to his King’s second square, instead of moving his 
Queen’'s Bishop. ^ 

t As he may take your King’s Knight with his Queen’s Bishop, 
instead of playing his Queen’s Knight, a Variation will he sub¬ 
joined. 

I You may also check with your King’s Knight at the adver* 
sary’s King’s Knight’s fourth square, and then take his Queen’s 
Knight. 

§ If he were to take your Queen’s Bishop’s Pawh with hisKing^s 
Bishop, you ought to check with your Queen at his Queen’s fourth 
square, and you would win his Bishop* 
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WHITE. * BLACK. 

# • 

13. Q. to adv. Q. fourth 13. K. to his B. square.* 

square, and checks. 

14. Q.*takes Q. Kt. P. 14. Q. R. to K. square. 

15. Q. B. to K. third sq. 15. Q. to adv. K. R. third 

• squar&. 

16'. Q. Kt. to Q. second sq. 16 . K. B. toQ. R. fourth • 

square. 

17- Q. Kt. P. two squares. 17. Q. to adv. K. Kt. 

second square. 

« 

18. K. to his second square, &c. : the Black nmsLt 
lose the game. 

r 

VA lUATION, 

beginning at the sixth move of the black. * 

1 . K- P. Ixvo s(juare,s. 1 . T/ic same. 

2 . K.Kt. to its B. thirdsf/. 2 . Q. Kt.^itsB. thirdsij. 

3. K. B. to Q. B. fourth 3. K. B. to Q. B. fourth 

square. , square. 

4. Q. B. P. ,onc square. 4. Q. P. one square. 

5. Q. P. one square. 5 . Q. B, to adv. K. Kt. 

fourth square. 

6. Q. to her Ki. third sq. 6. Q B. takes K. fetf 

• 

* If he played his Kinp to his second .square, he would lose 
hi» Queen by a check with your Queen’s Bishop ; and if he played 
his King fo his Knight’s third square, you could checkmate him 
with yont Queen at his King’s Bishop’s fourth square. 

t Instead of taking your Knight, if he were to play his Queen 
to her^econd square^ you should take his King’s Bishop’s Pawn 
with your Kill's Bishop, and then his Queen's Knight’s Pawn 
^ith your Queen. 



BLACK. 


WHITE. 

7. K. B. takes K. B. P. 7. K. to his B. square. 

and checks. 

8. K.B. takes K. Kt. 8. Q. B. to K. R.*fourth 

V 

square. * 

9 . K. B. toudv.Q.fourth 9. Q. to K. B. third sq. 

' square. 

10. Q. to her B. second square, t and your game is 
ranch superior to his. 


FOURTEENl'H GAME. 


WHITE. • BLACK. 

1. K. P. two squares. 1. The same. 

2. Q. B. P. one square. ;J: 2. Q. P. two squares. 

•A 

« 

* This is the Black’s best move. If he played his Queen to 
her King’s Bishop’s third square, you should take his Queen’s 
Bisliop with your King’s Knight’s Pawn, and then play your King’s 
Rook to your King’s Bishop's square, and he could not avoid the 
loss of a piece. 

t If you had castled, he would have played his QueenBishop 
to your King’s seqond square, and gained a Rook* for a Bishop. 

X Philidor says, that the White loses the game by playing this 
Pawn. It is presumed that this assertion cannot be proved. 



WHITE. 


BLACiK. 


3: K. Kt. to its B. third 
square. * 

4. K.P. takes Q. P. 

5. Q. checks at R. fourth 

square. 

6’. K. B. to adv. Q. Kt. 
fourth square. 

7. K. Kt. takes J*. 

8. Q. takes Q. B. and you 

game. 


3. Q. B. to adv. K. Kt. 

fourth square, t 

4. Q. takes K. P.;}; 

5. Q. interposes at her 

secoTu! square. § 
h‘. Q. li. P. one square. 

7. Q- B. P takes K. B.|| 
have much the best of the 


I IUST VAUIATION, 

BEGINNING AT THE THIHI) MOVE OE THE BI.ACK. 

1 . K. P. two n(]uay\'s. 1 . The same. 

12 . Q. B. P. one square. 12 . Q. P. squares. 

^ Instead of playing vuiir Knjglit, if yon wore to piny yonr 
Queen’s Fawn two srpuires, or take Ins Queen’s Pawn, as Philidor 
directs, he >\ould have the host of the j.^aine. 

i If he should take y<»m' King’s Pawn, instead of playing his 
Queen’s Bishop, you must cheek with your Queen at her 
Rook’s fourth scpiarC. This will De analysed in a Variation. 

I If, instead of taking your King’s Pawn, he should play his 
King’s Pawn to your King’s fourth square, you ougiit to check 
with your Queen at her Rook’s fourth sqiiaic, by which move you 
would*gairi a Pawn. 

§ He may interpose his Queen’s Bishop, as w’ill be shown in 
the second Variatipn. • 

. II If he play his Queen to his King’s third square, you must take 
his Queen’s Bishop with your Queen, &c. This will be demonstrated 
in the third Variation. 
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.W(HITE. 

3. K.Kt. to third stj. 

4. Q. checks at her R. 

fourth square. 

5. K. Kt. takes K. P. 

6. K. Kt. takes Q. B. 

7. Q. takes Q. P. at K. 

fpurth sq. and checks. 

8. Q. takes Q. 


BLACK. 

3. Q. P. takes K. P. 

4. Q. Kt. to its B. third 

square. * 

5. Q.B.toQ. second sq.t 

6. Q. takes K. Kt. 

7. Q. interposes at K. 

second square. 

8. K. B. takes Q. 


9. K. B. to adversary’s Q. Kt. fourth square, &c. and 
the Black must lose the game; having a PaAvn 
less, a Pawn doubled, and a bad situation. 


SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 


1 . K. P. iwii^iifiuares. 

Q. B. P. one S(/uare. 

3. A. Kt.to itji B, third .vy.. 

4. A. P. takes Q. P. 


1. The same. 

‘2. Q. P. two squares. 

3. Q. B. to adv. K. Kt. 

fourth square. 

4. Q. takes K. P. 


* If he interpose either his Queen, his Queen’s Bishop, or his 
Queen’s Bishop’s Pawn, you must take his Queen’s Pawn (which is 
at your King’s fourth square) with your Queen, and your situation 
will be much more advantageous than his. 

, t If h"c play his Queen to her fourth square, you may take his 
Queen’s Knight with your King’s Knight, and compel him to 
double a Pawn; or you may play your King’s Bishop to his 
Queen’s Knight’^ fourth square, without supporting your King’s 
Knight, which is en prise of his Queen. If he take it, you will gain 
at least a Pawn\ 



WHITE. 

5. Q. checks at R. fourth 

square. 

6. Q. to her B. fourtli sq. 

7. K. B. takes Q. 

8. K. castles. 

9- K.Kt. to adv. K. Kt. 
fourth square. 

10. K.B. to adv. Q. fourth 

square. 

11. K. B. takes Q. B. 

1*2. K. Kt. takes K. P. &c. 


BLA^CK. 

.5. Q. B. Jo Q. second 
square. * 

6. Q. takes Q. 

7. Q. Kt. to.its B. third 

square, t 

8. K.P. one square. 

9. Q. Kt, to K. fourth 

square. 

10. Q. B. to its third sq. 

11. Q. Kt. takes K. B. 


THIRD VARIATION, 

BEGINNING AT THE SEVENTH MOVE Ol- THE HI.AC'K. 

1. K. P. iu'o .squares. 1. The same. 

2. Q. li. P. one square. * 2. Q. P. I'Wo squares. 

3. K. Kt. to its R. tlih'd 3. Q. B. to adv. K. Kt. 

.square. fourth square. 

4. K. P. takes Q. P. 4. Q. takes K. P. 

* This is much better play tlian interposing the Queen; never- 

• theless, your situation is unquestionably superior to his. 

t Jnstead of this move, if he were to play his King’s Pawn to 

attack your King’s Knight, you should move it to your adversary’s 

King’s I^night’s fourth square, an<J he could not avoid losing a 

Pawn. ’ • 

# 

I Though he were to play any other move, your game would be 
considerably better than his. 
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WI41TB. 

5- Q. checks at R. fourth 
square. 

6. K. B. to adv. Q. Kt. 

■ 

fourth square. 

1. K. Kt. takes K.B. ‘ 
8. Q. takes Q. B, 

!). Q. interposes at herK. 
second square.* 

10. K.B. takes Q. 

11. Q. P. two sijuai’es, &e. 


BLACK. 

5. Q. interposes at her 

second square. 

6. Q. B. P. one squai'e. 

7. Q. to K. third sq. 

8. Q. takes K. Kt. and 

gives check. 

9. Q.,takes Q. 

10. K-Kt.tohisB.thirdsq. 


FIFF’EEN.TH GAME. 



WHITE. , BLACK. 

1. K. P. two squares. 1. The Siarne. 

2. Q. B. P. one square. 2. K. Kt. to its B. third 

square, j 

* You'may also cover the check with your King’s Bishop,; but 
it is better play to force the exchange of Queens, as you have the 
advantage of a Pawn. < 

t As he may ^lay his King^s Bishop to Queen^s Bishop's fourth 
square, a Variation will be subjoined, beginning at the second 
move of the Black. 



WHITE. 

3. Q.to her B. second sq. 

4. K. Kt. to its B. third 

square. 

5. Q. P. two squares. 

6'. Q. B. P. takes K. P, 

7. Q. Kt. interposes at its 

B. third sqiiare. 

8. K. R. P. one square. 

y. Q. B. to adv. Kt. 

fourth square. 

10. K. P. one sijuare. 

i 1. K. Kt. takes K. R. P. 

I‘2. Q. Kt. P. takes K.B. 

13. K. B. to his K. second 

square. 

14. Q. toadv. K. R. second 

s(|. giving check. 


BLACK. 

3. K.B.toQ.B. fourth sq. 

4. K. Kt. to adv. K. Kt. 

fourtli square. * 

5. K. P. takes Q. P.f 
’(). K. B. to *adv. Q. Kt. 

fourth sq. and checCs. 
7- K. castles. 

8. K.Kt. toitsB.third sq. 
<). K. R. P. one sq. ^ . 

10. K. R. P. takes Q. B. 

11. K. B. takes Q. .Kt. 

and checks. 

]‘J, K.R, to K. square. 

13. K. Kt. to Q. fourth 

.s(|uaie. 

14. K. to his B. sijuarc. 


The Black loses the jjame hy this move, lie should have 
played his Queen’^Kuight to i^s Bishop’s third square, or his 
Queen’s Pawn one square. • 

t If, instead of taking your Queen’s Pawn, he should play his 
King’s Bishop to Queen’s Knight’s third stpiare, you must play your 
King’i Rook’s Pawn one square, and then take his King’s Pawn with 
your King’s Knight. 

I If he w^re to play his Queen’^ Pawn one square, you ought 
to check him with your Queen at her Rook’s fotsrth square. 

§ If he played his Queen’s Pawn one square, you ought never- 
to play your King’s Pawn to his King’s fourth square. 
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WHITE. * BLACK. 

u 

15. Q. to adv. K. R. sq. 15. K. to his second sq. 

giving check. 

16. Q. takes K. Kt. P. 16. K. R. to its B. square. 

17. K. B. to adv. K. R. 17. Q. to K. square. 

fourth square. 

18. Q. B. P. one square, &c. and your game is con¬ 

siderably better than your adversary’s.* 


VARIATION, 

. BBGINNING AT THE SECOND MOVE OF THE BLACK. 

r 

« 

1. X, P. two squares. 1. The same. 

2. Q. B. P. one square. 2. K. B. to Q. B. fourth 

t 

* square. 

3. K. Kt. to its B. third 3. Q. P. one square. 

square. 

4. K. B. to Q. B. fourth 4. K. Kt. to its B. third 


acjuare. square, f 

% 

* If, at the eighteenth move, he should play his King^s Rook to 
King's Knight's square, you must play the following moves :— 

I\ niTfc, BLACK. 

'19. Q. takes K.B.P. atid checks. 19. Q. take^Q. 

‘20. K. W, takes Q. ■ 20. K. R. takes K. Kt. 

<. 

21. K. B. takes K. Kt. and you have three passed pawns for a 
Knight; and your situation is uncommonly advan- 


• tageous. 

t If he were to play his Queen’s Bishop to your King’s Knight's 
fourth square, instead of playing his King’s Knight, you should 
play your Queen to her Knight’s thir^ square; and if, instead of 
playing his Queen’s Bishop to your King’s Knight’s fourth square, 


he should play it to his King’s third square, you ought to 


ta^e it 
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WHITE. 

5. K. cities. 

O’. Q. to her R. fourth sq. 
giving check. 

7. K. B. takes K. B. P. 

and checks. 

8. Q. takes K. Kt. 


BLA9K,. 

5. K. Kt. ti\){es K. P.* 

0. Q. B. interposes at Q. 
second square. 

7. K. takes K. B. 

• • 

8. Q. B. to its third sq." 

9. Q. checks at her B. fourth square, and your game 

is considerably better than your adversary’s ; if 
he play his K. to his second square, or to his 
B. third square, you must play your Q. P. twa 
squares, &c. and if he play his K. to any other 
square, you must take his K. P. vvith your 

K. Kt. 


SIXTEEN rll GAME. 



WHITE. BLACK. 

]. K.P. two squares. 1 - K. P. one sc|uare. t 

2. Q. P. two squares. 2. Q. B. P. one square. 

with your King's Bishop, and then play your Queen to her Knight's 
third square. In either case, the game would decidedly loe In your 
favour. 

* He ought to castle instead of toking this Pawn. 

. t This beginning, which is frequently played by unskilful 
players, is very improper; as all the pieces remain confined and 
useless. 



60 


WHITB. BLACK, 

3. K. B. to, Q. third sq. 3. K.B.toK. second sq. 

4. K.Kt. to itsB.third sq. 4. The same. 

5. K. R. P. two sq. 5. K. castles. 

6. K. P. one square. 6. K. Kt. to Q. fourth,, 

1 ( 

square. 

7. K. B. takes K. R. P. 7. K. takes B. 

and checks. 

8. K. Kt. to adv. K. Kt. 8. K. B. takes K. Kt.* 

fourth sq. and checks. 

' 9- K. R. P. takes K. B. 9- JK. to his Kt. sq. f 
and checks with K. R. 

10. Q.toadv.K. R.fourth 10. K.B. P. one square. 

square. 

11. K, R. P. to adv. K. 11. Can not avoid check- 

Kt. third square. mate. 

VARIATION, 

BEGINNING AT THE NIJETH MOVE OF THE BLACK. 

1. K.P. two squares. ]. K. P. one square. 

2. Q.P. two squares. Q, B. P. one square. 

3. K, B. to Q^. third sq. 3. A. B. to K. second sq' 
4- K. Kt. to its B. third sq. 4. The same. 

t 

If, instead of taking your King s Knight, he should play his 
King to his Knights square, you should play your Queen to his 
King's Rook's fourth square, and he could not prevent yoq from 
checkmating him in a few moves. 

t As he may play his King to his Knight's third square, the 
best moves will be analysed in a Variation. 

This game is partly taken from the I3th chapter of Salvos Treatise^ 
and it is also inserted in Giocuimo Greco's first book. 



WHITE. 


5. K. R. P. two squares. 

6. K. P. one square. 

7- K. B. takes K. R. P. 
and checks. 

’ 8. K.Kt. to adv. K. Kt. 


• 

BLACK. 

f 

5. K. castles. 

(). K. Kt. to Q. fourth sq. 

7. K. takes B. 

ti. K. B. takh K. Kt. 


fourth sq. and checks. 

9. K. R. P. takes K. B. 9- K. to his Kt. third sq. 

and checks loith K. R. . 

10. Q. to adv. K. R. fourth It). K. to his B. fourth 

sq. giving check. square. 

11. Q. to K. R. third sq. 11. K. to adv. K. fourth 

giving check. square. * 

12. Q. to her third square, giving checkmate. 


8EVENTEENTIJ GAME. 

I » 

WHITE. BLACK. * 

1. K. P. two squares. 1. Q. P. two s([uares. f 

2. K. P. takes j(j. P. 2. Q. takes K. P. 

« 

* If he move his King to his Knight's third square, you can 
checkmate him with your Queen at hi.s King’s Rook's second 
square. ^ 

• I The Black would play much better by playing the King’s 
Pawn, yet this move may be played without great risk. 
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WIJITE. 

3. Q. P. tw,o squares. 

4. Q. B. interposes at K. 

third square. 

5. Q.Kt. to Q.B.third stj. 

6. Q. takes Q. 

7. Q. R. to Q. B. square. 


‘ BLACK. 

3. Q. to adv. K. fourth 

sq. giving check.* 

4. Q. B. to K. B. fourth 

square. 

5. Q. takes Q. B. P. f 

6. Q.B, takes Q. 

7. Q. B. to K. B. fourth 


“ square. 

I 

8. Q. Kt. to adversary’s Q. fourth square, &c.: the 
Black must lose the game. 


EIGHTEENTH GAME. 


WHITE. BLACK. 

1. Q.P. two squares.:{: 1. The same. 

2. Q. B. to K. B. fourth 2. The same. 

square. 

3. Q. Kt. to its B. third .3. The same. 

square. ** 

< 

• This is a useless but a player who moves his Queen's 

Pawn instead of his King's Pawn generally gives this check, 
f The Black loses the game by this move. 

I You may as safely begin the game by playing the Quem^s 
Pawn two squares, as by playing the King's. 





WHITE. 

4. K.B.P. one square. 

5. K. P. two squares. 

6. K. B. P. takes Q. P. 

I 

7. Q. R. P. one square. 

8. K. B. to adv. Q. Kt. 

fourth square. 

P. Q. P. one square. 

10. Q. P. takes Q. Kt. 


BLfCK. 

4. Q. Kt. tp adv. Q. Kt. 

fourth square. * 

5. Q. P. takes K. P. f 

6. Q. B. to K. Kt. third 
* square? 

7. Q. Kt. to its B. third 

square. 

8. Q.to her second sq.;J: 

y. Q. R. P. one square. . 
1*0. 0- takes Q. and 
checks. 

11. Q. R. P. takes K. B. • 


11. Q. R. takes Q. 

1‘2. Q. P. takes Q. Kt. P. &c.: the Black must lose 
the game in a few moves. * 


* The Black loses the game by this move. He should have 
played his King's Knight to its Bishop’s third square. 

t tf he were to move his Queen’s Bishop, instead of taking 
your Queen’s Pawn, you should play your Queen’s Rook’s Pawn 
one square, and then take his Queen's Pawn with your Queen'a 

'St 

I He might play iTis King’s Pawn one square, but it would not 
prevent the loss of his Knight. 




NINETEENTH GAME. 



WHITE. 

1. K. P. two squares. 

2. K.B.P. two squares. 

. 3. K. Kt. to its B. third 
square. 

4. K. P. oue square. 

5. Q. to K. second sq. 

6. Q. Kt. to its B. third* 

square. 

7. Q. Kt. to K. fourth sq. 

from checking at JIli 
move decides the eai 


BLACK. 

1. The same. 

2. K. P. takes it. 

3. The same.* 

T 

% 

4. Q. to K. second sq. 

5. K. Kt. to its R. fourth 

square. 

6*. Q. B.P. one square. 

7. CannotpreventQ.Kt. 
;k Q. third square, which 
le in your favour. 


A common, but very exceptionable, move; players who do 
not understand the defence of the Gambit, g-enerally imagine, that, 
by- playing their ® Knight, they succeed in preventing their 
adversary’s attack; but by playing your King’s Pawn upon the 
Knight, you gain a most advantageous situation. 



TWENl’IETH GAME. 





WHITE. 

1. K. P. two scjii^^res. 

2. K. B. P. two squares. 

3. K. B. to Q. B. ^urth 

square. 

4. Q. to K. second sq. 

5. Q. B. P. one square. 
6'. K. R. takes K. B. 

7. K, P. one square. 

8. Q. P. two squares. 

9. K. Kt. P. one square. 

10. K. R. takes Gambit P. 


BLACK. 

1. The same. 

2. K.P. takes it. 

3. K. Kt. to K. B. thirti 

square. * 

4. K. B. to Q. B. fourth 

# 

square. 

5. K. B. takes K. Kt, f 

6. K, Kt. P, two sq. 

7. K. Kt.to its own sq. 

8. Q. to K* second sq. 

9. Gambit P. takes it. 
10- K. R. P. one square. 


* Instead of this move the Black ought to check with his Queen 
at adversary’s King^ Rook’s fourth square. 

t If, instead of this move the Black were to play—- 

WHITM. nr,ACE. 

6. 5. K. Kt. P. two squiires. 

€, q!p, two squares 6. K. B.to Q. Kt. third square- 

7* K. R. P. two squares, &c. 
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. VyHlTE. 

H. K.R.P. ,two squares. 

12. Q.to adv. K. II. fourth 

sq. and checks. 

1 3. K. B. takes K. Kt. 

14. Q. takes K.R. P. 

15. Q. takes K. B. P. 

16. K. P. takes Q. 

17. K. to K. B. second 

square. 

18. K. II. to adv. K. Kt. 

second square, 
li). Q. B. to adv. K. Kt. 
fourth square. 

20. Q Kt. to Q. second 

square. 

21. Q. R. to K. square. 

Q.R. to adversary’s 
will very easily wi 


BLACK. 

11. K. B. P. one square.* 

12. K. to Q. square. 

13. K. R. takes K. B. 

14. Q. P. one square. 

15. Q. takes Q. 

16. K. R. to K. square, 

j^iving check. 

17. K. Kt.P. takes K.R. P. 

r 

18. Q. B. to K. third sq. 
li). K. R. to K. B. sq. 

20. The sane. 

Cl. Q. B to K. B. second 

4 

square. 

. second square, and you 
the game. 


* If he should take your King's Rook’s Pawn, you ought im¬ 
mediately to play your King’s Rook to adversary’s King’s Knight’s 
second square. 
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TWENTY-FIRST GAME. 

king’s uxmbit. 



WHITE. . 

BLACK. 

1 . 

K. P. two sijuares. 

]. '^Tlic same. 

i> 

K. 13. P. two s< (Hares. 

‘2. ^.P. takes K.B.P.*- 


K.. Kt. to its 13. third 

:3. K, Kt.P. two squares. 


square. 


4. 

K. B. to Q. B. fourth 

4. K. B. to K. Kt. second 


square, t« 

square. 


K. R. P. two sq.:{; 

.5. K. R. P. one square. § 

6 . 

Q. P. two squares. 

(). Q. P. one square. 


* Instead of taking your King’s Bishop’s Pawn, he may push 

A 

his Queen's Pawn two squares, in which case you must take ft 
witli your King's Pawn, and then play your Queen's Knight to its 
Bishop's third square. 

t You may likewise play your King's Rook's Pawn two squares, 
but it is better to play the King’s Bishop. This will be demon¬ 
strated in the Variation, beginning at the fourth move of the 
White. 

I you were to play your Queen's Pawn two squared, instead 
of your King's Rook's Pawn, he would play his King's Knight's 
Pawn one square, this would giv^him the attack, and a better 
situation. • 

^ If he should play his King’s Knight's Pawn one square, you 
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WHITE. 

7. Q. B. P. cuie square. 

8. Q. to Q. Kt. third sq. 

< 

P. K. castles. 

10. K.B. to Q. third sq. 

0 • 

11. Q.R.P. two squares. 

12. Q. R.P. takesQ.Kt.P. 

13. Q. R. takes Q. R. 

14/ Q. to Q. R. second sq. 

' 'A. 

r 

15. Q. to adV. Q. R. second 

square. 

16. .K. R. P. takes K. Kt. P. 

17. K. Kt. takes K. R. P. 

18. Q. takes Q.B. 

19. Q. takes Q. B. P. and 

gives check. 

^0. Q. Betakes the Gambit 
Pawn.J 


BLACK. 

7. The same. * 

8. Q. to K. second sq. 

9. Q. Kt. P. two squares. 

10. Q. B.toQ. Kt. second , 

square. 

11. Q. R. P. one square. 

Q. R. P. takes Q. R. P. 
Q. B. takes Q. R. 

14. Q. B. to Q. Kt .second 

e sqdare.*t 

15. Q. Kt. to its R. third 

square. 

16. K. R. P. takes K. R. P. 

17. Q. t^es K. Kt. 

18. Q. toadv. K. R. fourth 

square. 

19. K. to K. B. square. 

20. Q. to adv. K. R. sq. 

giving check. 



< ought to play your King’s Knight to his King’s Knight’s fourth 
square. The second Variation will commence at this move. 

• It would be better to move his Queen to his King’s second 
square. This will be proved in the second Part. 

t If. instead of this move, the Black should play his. Queen to 
suppor t his Queen’s Bishbj^, you ought to take.his JiaQg's Knight's 
Fawn with your ^og’s Rook's Pawn. 

1 It would be bad play to take it with the Rpoh. 
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WHITE. BLACK. 

• « 

‘21. K. to K, B. second 21. Q. to ady. K.R. fourth 
square. sq. giving check. 

22. K. Kt. P. one square. 22. Q. to adv. K.R. second 

sq. giving check. 

*23. K. to his own square. 23. K. Kt.to 1v.second sq. 
24. Q. B. takes Q. P. 24. Loses the game in* a 

few,moves. 



FIRST VARIATION, 

BEGINNING AT THE FOURTH MOVE OF THE WHITE. 


I. K. P. two syuarts. 
s. K.B.P. two squares. 

3. K.Kt. to its B. third sq. 

4. K.R.P. two squares. 
.5. K.Kt.toadv.K.fourth 

square. 

6. K. B. to Q. B. fourth 

• square. 

7. Q. P. two squares. 

8. K. Kt. to Q. third sq. 

9. Q< Kt. to its B. third 

square, f 


1. The same. 

2. K. P. takes K. B: P. 

3. K. Kt. P. two squares. 

4. K, Kt. P. one square. 

5. K. R. P.'two squares. 

6. K. R. to its second 

square. * " 

7. Q. P. one square. 

8. Q. to K. second sq.. 

9. K. Kt. to its B. third , 

square. 


* Ho .might also play hi& King's Knight to his King^s Rook’s 
third square. Orbco directs this moye^ to be played instead of 
the King’s Rook. - ' ^ 

t This is PhIlxdob’s move. Instead of it,«yott may take the 
Gamlnt Pawn with yOUr King’s Knight, without attending to your 
King’s Pawn, which is attacked by his Queen. 


/ 
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WHITE. 


• • 


10. Q. to K. second 

square; * 

11. K. Kt. P. takes K. P. 

12. Q. takes K. Kt. P. 

f 

13'. Q. to K. third sq. f 


• BLACK. 

10. K. P. one square. 

11. K.Kt.P. takes K.Kt.P. 

12. Q. to adv. K. Kt. 

fourth square. 

13. K. B. to K. R. third 


square. 

14. K. Kt. to its B. fourth B. P. one square. 

S-(- ^ * 


square. 

1.5. Q. B. to Q. second 15. K. B. takes K. Kt. 
square. ^ 

16. Q. takes K. B. 16. Q. P, one square. 

17- K. B. to Q. third sq. 17. K. Kt. takes K. P. 

18. Q. Kt. takes K. Kt. 18, K. B. P. two squares; 

and his situation is certainly more advantageous 
than yours. 


SECOND VARIATION, 

BEGINNING AT THE FIFTH MOVE OP THE BLACK. 

A 

1. K. P. two squares. 1. The same. 

2. K. B. P. two squares. , 2. K. P. takes K. B. P. 

!• 

‘ • With great deference to Philidor’s judgment, it is pre¬ 

sumed that the White loses the game by this more. It would be 
better to castle; or to take the Gambit Pawn with your King’s 
Knight. • 

t This move likewise appears exceptionable. It would be lietter 
to play your Queen to King's Knight’s second squue. 

t Instead of tips move, you ought to play your King’s Bishop 
cither to Queen’s third square or to Queen’s Knight’s third 
square. 
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WHITE. 

3. K. Kt. to its B. third sq. 
■A. K. B. to Q. B. fourth 
square. 

.5. K. R. P. two squares. 

6. K. Kt. to adv. K. Kt. 

fourth square. 

7. Q. P. two squares. 

8. Q. B. takes Gamhii|,P. 

9. Q B. P. one square. J 

10. K.U, P. takes K. B. P. 
1J. Q. to Q. Kt. third sq. 
l!2. Q. Kt. to Q. second 

square. 

IS. K. castles with K. R. 


r>EACK. 

S. K. Kt. P. two squares. 

4. K. B. to K. Kt. second 

square. 

5. K. Kt. P. one square. 
• 6. K. Kt. to K. R. third 

square. 

7. K. B. P. one square.* 

8. Q. P. one square, f 

9. K. B. P. takes K. Kt. 

10. K. Kt. to its square. 

11. Q. to K. second sq. 

12. Q. to K.B. square. 

13. Must inevitably lose 

the game. 


" This appears a good move, us it forces your King’s Knight; 
but your situation is so advantiigcous, that you will nevertheless 
win the game. He would play blitter if he castled, or moved his 
Queen's Pawn. 

t If he had taken your King’s Knight previously to playing his 
Queen’s Pawn, you might immediately have regained your piece 
by taking his King’s Bishop’s Pawn with your Queen’s Bishop, as 
it would have compelled him to interpose his King’s Bishop to, 
save his Queen, and his King’s Knight would then remain en prise. 

t You might likewise play your King’s Knight, to adversary’s 
King’s third square. 

h Puilidor’s move: it would perhaps be better to 
play it to its Bishop’s second stiuare. 
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TWENTY-SECOND GAME 

, SECOND. GAMBIT.* 


WHITE. 

1. K. P. two squares. 

'2. K. B. P. two squares. 

3. K. Kt. to its B. third 

square. 

4. Jv.. B. to Q. B. fourth 

square. 

5. K.R.P. two squares. 

6. Q. P. two squares. 

7. Q.B.P. one square. 

8. K. B. takes Q. B. 


• BLACK. 

]. The same. 

2. K. P. takes K.B. P. 

3. K. Kt. P. two sq. 

4. K. B.to K. Kt. second 

square. 

5. K. R. P. one square, f 

6. Q. P. one square. 

7. Q. B. to K. third sq. 

8. K. B. P. takes K. B. 


* This game and the next are inserted to teach the Gambit 
player the best method of profiting by the mistakes commonly 
committed by those who defend the Gambit. 

t instead of this move, he were to play his King’s Bishop’s 
Pawn one square, you ought to take his King's Knight’s Pawn, 
with your King's Knight. This will be demonstrated in tbe first 
Variation, beginning at the fifth move of the^Bladc. ' » 

I The Black loses the game by this move. If he 
his Queen's Bishop to your King^s Knight’s fourth square, the 
result would be equally unfavourable to him. JThis will be ana¬ 
lysed in the second Variation, commencing at the Hventk move of 
the Black. 
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WHITE. • BLACK. 

9 . Q. to Q. Kt. third sq. 9 . Q, to Q. 6 . square. 

10. K.R.P. takes K.Kt.P. 10. K. R.P. takes K. R.P. 

11. K. R. takes K. R. 11. K. B. takes K. R. 

12. K. Kt. takes K. R. P. 12. K. to bis second sq. 

' at adv. K. Kt. fourth square. * • 

13. Q.B.takes the Gambit 13. Q. Kt. to its B. third 

% 

Pawn. • square, t 

14. Q. Kt. to Q. second 14. Q. R. P. two squares. 

square. 

15. K. castles. 15. Q.R.toQ.Kt.sq. J 

1(). R. to K. R. square. 1(5. R. Kt. to K. B. third 

square.. 

1 7 . R. takes K. B. 17. Q. takes R. 

18. Q. takes K. P. giving 18. K. to Q. square. 

check. 

19- K. Kt. gives checkmate at adversary's K.B. second 
square. 

* Your situation is so advantageous, that he can not prevent 
you from winning the game. 

t If, instead of this move, he should play his King’s Pawn one 
square, attacking your Queen’s Bishop, you must give him check, 
with your Queen at his King’s Bishop^s second square, which will « 
immediately decide the game in your favour, as he can not save 
his Queen. 

t If he were to attack your Queen with his Queenis Rook’s 
Pawn^you ought to more her to her Bishop’s fourth square. 



I’VRST VARIATION, 

BKGINNINO AT THE FIFTH MOVE OF THE BLACK. 


WHITE. 

1. K. P. tv)o squares. 

2. K. B. P. two squares. 

3. K.Kt. to K.B. thirdsq. 

4. K. B. to Q. B. fourth 

square. 

•5. K. R. P. two squares. 
’(). K.Kt. takes K.Kt.P. 

7. Q. to adv. K. R. fourth 

sq. giving check. 

8. " Q. to adv. K. B. second 

sq. and checks, 
i). Q. takes K. B.| 

10. Q. takes Q. 

11. R.R.P. takes K. Kt.P. 

12. Q. P. one square. 


BLACK. 

1. The same. 

2. K. P. takes K. B. P. 

3. K. Kt. P. two squares. 

4. K. B. to K. Kt. second 

' square. 

5. K. B. P. one square. * 

6. K. B. P. takes Kt. 

7. K.to his second sq. 

8. K. to Q. third sq. 

y. Q. to K. B. third sq.;}; 

10. K. Kt. takes Q. 

11. K. Kt. takes K. P. 

12. K. Kt. to Q. B. fourth 

square. § 


This move is a remarkably bad one; and yet it is frequently 
, played by tolerably good players. 

t You regain your piece, and your situation is incomparably 
mote advantageous than your adversary’s. 

I This^is bis best move; if he played his King’s Knight) your 
situation would still be ameliorated, because his pieces woiild be 
more confined. 

§ If, instead of this move, the Black were to take your King's 
Rook's Pawn with his Knight, you shoujkl take the Gambit Pawn 
with ypur Queen's Bishop, and his Kuighi would be lost. 



WIllTK. 


ULACK. 

• • 

1;]. Q. J3. tukch Guiiibit K}. K. toQ.B. thml sq. 
Pawn, and checks. 

14. Q.Kt. to Q.B. third S({. 14. K. H. to K. square, 

and checks.* 

*1.5. K. to Q. second sq. 1-5. Must lose? the game. 


SECOND VARIATION, 

BEGINNING AT THE -SEVENTH MOVE OF THE BLACK. 

1. K. P. ixoo squares. 1. mme. 

2. K. B, P. txvo squares. 2. K. P. takes K. B. P,. 

J. K. Kt. to its B. third J. K. Kt. P.txoo squares. 

square. 

4. K. B. to Q. B. fourth 4. K. B. to its Kt. second 

square. square. 

5. K. R. P. two squares. 5. K. R. P. one square. 

G. Q. P. two squares. G. Q. P. one square. 

7. Q. B. P. one square. • 7. Q. B. to adv. K. Kt, 

fourtli square, t 

H. Q. to Q. Kt. third sq. S. Q. B. to K. H. fourth 

square.;}: 

.9. K.R.P.take9K.Kt.P. 9. K.R.P. takes K.R.P. § , 

s 

• If he were to play his Queen's Pawn one square, instead of 
giting check, you should play your Queen*8 Knight’s Pawn two 
squares. 

t The Black loses the game by this move. 

X [f he played his Queen to his King’s secon^ square, he could 
not avoid the loss of his Queen’s Rook. 

% If, instead of this move, he were to play his Queen’s Bishop 
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WHITE. ' BLACK. 

10. K. R. takes Q. B. 10. K. R. takes K. R. 

11. K. B. takes K. B. P. 11. K. to Q. second sq. 

and checks. 

12. K. B. takes K. R. and must win the game. 


I 


TWENTY-THIRD GAME. 

THIRD GAMBIT. 



♦ 


WHITE. 

1. K. P. two squares. 

2. K. B. P. two squares. 

3 . K.Kt. to K.B. third sq. 

4. K. B. to Q. B. fourth 

square. 


BLACK. 

1. The same. 

2. K.P. takes K. B. P. 

3. K. Kt. P. two squares. 

4. K. B. to K. Kt. second 

square. * 


to King’s Knight’s third square,“you ought to take the Gambit 

Pawn with your Queen’s Bishop, and your situtition would be 

equally advantageous. * 

• If, instead of playing this move, he were to play his King^s 
_ « 

Knight’s Pawn to your King’s Knight’s fourth square, the 

game would becoipe extremely critical for both playersr. This will 

be demonstrated in the /rst. Variation, beginning at the fourth 

move of the Black. 



WHITK. 

5. K. R* * * § P. two squares. 
a. Q. P. two squares. 

7 . Q. B. P. one square. 

8. Q. to K. second sq. * 

9 . K.B. takes B. 

10. K.P. one square. 

11. Q. P. takes Q. P.;J: 

12 . K. Kt. P. one square. 
1J. K. Kt. P. takes P. 

14. Q. takes K. Kt. P. § 

13. Q.Kt. to Q. second sq. 
1 (). Q. Kt. P. two 8(juares. 
17. Q.Kt. to K. fourth 

square. 


BL^CK. 

3. K. R. P^one square, 
f). Q. P. one square. 

7 . The .same. 

8. Q. B. to K. third sq. f 
■y. K. B. P. takes B. 

10. Q. P. takes K. P. 

11. Q. Kt. to Q. sceond 

square. 

12. The same. 

13. K. Kt. P. takes Kt. . 

14. Q. to K. second 8(|. || 

15. K. castles. 

16 . K. R.P. one sqiiarQ.^* 

17 . Q. Kt. to its third sq. 


* You mierht likewise play your Que^ii to her Knight's third 
stjuaro. 

t The Black loses the gaflac by.this move. 

t This Pawn is remarkably woli situated, because it confines 
the adversary's pieces. The Pawn is certainly well placed, but I 
think it would have been better to have taken the Pawn with 
King's Knight, as that move would enable the first player to gain 
at least a Pawn, with an excellent position.—En. 

§ Although you lose a piece, your situation is so advantageous, 
that the game is certainly in your favour. I beg leave to differ in 
opinion, f think if Black on the sixteenth move were to s^rifice 
his Bishop or Knight for the two Pawn’s, he would have a better 
game than the White.—E d. 

II This move is of the utmost importance, as it prevents your 
Queen and your King’s Rook from penetraling iif his game. 

If The playing of this Pawn enables him to move two of liis 
pieces—the King's Knight and the King's Bishop. 
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WIJITK. BLACK. 

18. Q. B. to,K. third .s(j. 18. K. Kt. to K. R. third 

square. 

1.9. Q. B. to adv. Q. B. 19- Q- toQ. B. second sq. 
fourth square. 

20. Q.R.P. two squares.'* * * § 20. K. B. to its own sq. 

21. Q. R. P. one square. 21. K. B. takes Q. B. 

22. Q. Kt.P. takes K. B. I 22. Q. Kt. to Q. second 

square. 

23. Q. Kt. to adv. Q. third 23. K. to Q. Kt. square. 

. sq. and checks. , 

24. Q. R. toQ. Kt. square. 24. Q. Kt. takes Q. Kt. 

P. at Q. B. fourth sq. 

25. Q.Kt.takesQ.Kt.P.;}! 25. Q. Kt. takes Q. Kt. 

26. Q. R. P. one square. 26. K. to Q. R. square. 

27. Q. R. takes Q. Kt. 27. Q. to her B. square. 

28. K.R.to its second sq. 28. Q. R. to Q. second sq. 
29* K. R. to Q. Kt. second 29- K. R. to its second 

square. • square. 

30. Q. takes Q. B. P. 30. Q. takes Q. ^ 

31. Q. R.to adv. Q. Kt. square, giving checkmate. 

* The Black having been compelled to castle, on hia Queen's 
' side, has exposed himself to an attack so extremely powerful that 
it must ultimately prove irresistible. 

t It would be very bad play to take it with your Knight, 

. I This is a very good move; and indeed the whole of this game 
is remarkably well played. It is one of Philidor’s. * 

§ If the Black play any other move, the game is equally lost; 
if he remove his Queen, you will immediately win tlic game by 
playing your Queen’s Rook to his Queen’s Knight’s square. 
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rniST VAiiiATioN, 

KI'.CJINNING AT THE FOUKTIl MOVE OF THE lll-ACK. 


WHITE. 

1. K. P. two sijiiarcs. 

‘2. K. /i. P. two squares. 

3. K. Kt. to its B. third sq. 

4. K. B to Q. B. fourth 

square. 

.5. K. Kt. toadv.K.fourth 
square.* 

6’. K. to K. B. square. 

7. Q. P. two s<juares. 

S K. Kt. to Q. tliini .sq. 
j). K. Kt. I* one sfjuare. 


BLACK, 

‘1. The same* 

‘2. K.P. takes K. B. P. 

3. K. Kt. P. two squares. 

4. K. Kt. P. one square. 

5 . Q. to ad V. K. li. fouilK 

sq. and checks. 

6. K. Kt. to K. 11. third 

««|UHr<j.|' . • 

7. Q. P. one .squai'C. 

8. Gainhit Pawn one sq. 
y. Q. to adv. K. R. third 

sq. and checks. ^ 


• With an inferior player, you rni^ht sacryice your King’s Bi^ 
shop for his KingV Bishop’s Pawn, and tlien give him check with 
your King's Knight, at his King’s fourth square. 

t If, instead of j^aying his Knight to its Rook’s third square, 
he were to play it to its Bishop^s third square, it would totally alter 
the game; and your best move would then be your Queen to your 
King’s square. Vide Salvio’s Gambit. 

t 'fhis IS a bad move; he ought to retire his Quedh to her 
King’s second squsire. 



WQITK. 

10. K.to his^wn square.* 

11. K.Kt. to K.B. fourth 

square. 

12. Q. B. interposes at Q. 

second square. 

13. K. Kt. to adv. Q. 

fourth scjuare. 

14. K. B. to Q. third sq. 

• 15. Q. B. to K. third sq. 

16. Q. Kt. P. two squares. 

. • 

17. K.B. to adv. Q. Kt. 

fourth sq.and checks. 


BLACK. 

10. Q. to K. R. fourth 
square, f + 

i 1. Q. to Q. R. fourth sq. 
giving check. 

12. Q.to Q. Kt. third sq. ^ 

13. Q. takes Q. P. 

14. Q. to Q.B. fourth sq. 

15. jQ, to Q. R. fourth 

square, and checks- 

16. Q. to adv. Q. R. fourth 

square. 

17. Q- takes K. B. 


* Gkeco directs this move : Philidor, on the contrary, di¬ 
rects the King to be played toliis Bishop’s second square. There 
can be no doubt of Greco’s move being by far the better of the 
two. 

f If he should let his Queen remain at your King’s Rook^s 
tliird square, you ought to play your King’s Knight to your King's 
Bishop’s fourth square, and his Queen would be lost. 

X If, instead of playing his Queen to her King’s Rook’s fourth 
square, he were to play it to your King’s Knight’s second square, 
you should play your King’s Knight to your King’s Bishop’s se¬ 
cond square, and then your King’s Bishop to its own square, and 

the game would be decided in your favour. 

% 

^ If he were^to play his Queen to your Queen’s Rook’s fourth 
square, you should play your Queen’s Knight to its Rook's third 
square. 



WHITE. BLAiTK. 

18. K. Kt. takes Q, B. P. 18. K.to Q«squarc. 
giving check. 

ly. K. Kt. takes Q. and will easily wdn the game. * 






T\VEN1’\VFOUllTI| 



FOURTH CAMIUT 

1 


WHITK. 

1. K.P. two squares. 

*2. K. B. P. two squares. 

3, K. B. to Q. B. fourth 

square, f 

4. K.to K. B. .square. 


IIEACK. 

1. 'riie same. 

2. K.P. takes K. B. P. 

3. Q. to adv. K. R. fourth 

8q. giving check. 

4. K. B. to Q. B. fourth 

square. J 


* The attack in tliis y^arnc i.s remarkably well played ; it is nno 
of Grrcc/s.—E l), 

f-is a dani^eroiis, and perhaps an cxccptionubre move; 
but there arc few players who know how to oppose it properly. 
Tliis game has b(:en inscrU d to te^h t!ie Gambit-player how to 
profit by the errors frerpientlv committed by tin* second player. 
The proper defence will be shown in the Second Part. 

I The Black loses the game by this move. 
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WI^TE. BLACK. 

5. Q. P. twQ. squares. 5. K. B. to Q. Kt. third 

square. 

6. K. Kt. to its B. third 6. Q.toadv.K.Kt.fourth 

square. square. * 

7. K. B. takes K. B. P.' 7. K. to K. B. square, f 

and checkst 

8. K. R. P. one square. 8. Q. to adv. K. Kt. third 

f 

square. 

9. Q. Kt. to Q. B. third 9. K- takes B.;}: 

square. 

10. Q. Kt. to K. second 10. Q. to K. Kt. third 

square. square. 

11. K.Kt. to adv. K.fourth 11. K. to K. B. square. 

sq. and checks. 

12. K. Kt. ^ktis Q. 12 . Loses irretrievably. 

* He ought rather to play Ins Queen to his King’s second 
square, in whicli case you should play your King to his. Bishop’s 
second square, or Queen’s Knight to Queen’s Bishop’s third 
square. 

t It is almost unnecessary to observe, that, if he had taken the 
Bishop with his King, you could have won his Queen by giving 
check with youi Knight at his King’s fourth square. 

\ If, instead of taking the Bishop, he were to play any other 
move his Queen would equally be lost. 



TWEN'rV-FIFriI GAME. 


CUNNINGHAMS GAMBIT.* 




WHITE. 

ni.ACK. 

1. 

K. P. two squares. 

1 . The same. 

2. 

K. B, P. two squares. 

2. K. P. takes K. B. P. 

3. 

K. Kt. to K. B. ^hird 

3. K. B. to K. second 

• 


square. 

square. 

4. 

K. B. to Q. B. fourth 

4. K. B. to adv. K. IC 


square. 

fourth s().and chcckdl 

6. 

K. Kt. P. one square, f 

(iambit P. takes K. 



Kt.P. 

(). 

K. aistles..{! 

It. Gambit P. taktjs K, R. 


P. and checks. 


• This game isoallod tlie Tmrkk Fawns’ Gambit, by Capt. 
Bertin and PiitTai* 8 tamma. It is a very dangerous game, 
and, if the defence be coneet, lie who savrifices the three Pawns 
must lose; hut it ^is a remarkaldy interesting and instruetive 
game. 

This game will show the best method of playing it against an 
adversary who docs not defend it propeily; tin; defence will be 
analysed in the Second Part. • 

fit would be better to play the King to his Bishop's square. 

I In Italy, where the King can^castle on the Hook's square^ if 
the player think proper, the Three Pawns* Gambit would certainly 
Win. 
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WHITE. BLACK. 

7. K. to K.^R. square. 7. Q. P. one square.* 

8. K. B. takes K. B. P. 8. K. takes B. 

and ehccks. 

9. K. Kt. to adv. K. 9. K. to his own sq. 

fourth sq. giving dmbk check. 

10. Q. to adv. K. R. fourth 10. K. Kt. P. one square. 

sq. giving check. 

11. K. Kt. takes K. Kt. P. 11. K. R. P. takes K. Kt. 

12. Q. takes K. R. P. and 12. K. to his second sq. § 

gives check. 

13. Q. to julv. K. B. second square, giving check¬ 

mate. 


* This move is taken from Capt. Bkhttn’s Treatise, hut it is 
certainly exceptionable. 

t It would perhaps be better to take the King’s Bishop. 

I You might likewise play your King’s Knight to the adversary’s 
King’s Bisho))’s second square. 

^ It is obvious that if Capt. Berlin had directed the King to be 
played to his Queen's second square, the White would not have won 
the game, the utmost lie could do would be to draw it; still the 
attack is brilliant, and, as it frequently occurs, the game is certainly 
instructive. 



rWENTY-SIXTH GAME. 

• , 

ANOTHER METHOD OP PLAYING CUNNINGHAM S GAMBIT. 


WHITE. • 

1. K. P. two squares, 
a. K. B.P. two sqwcives. 
K. Kt. to its B. third 
square. 

4. K. B. to Q. B. fourth 
* square. «. 

.5. K. Kt. P. one s<pjarc. 
6'. K. castles. 

7. K. to K. R. scjuarc. 

m 

8. K. B. takes K. B. P. 

and checks. 


UI.ACK. 

1. The same. 

2. K. P. takes K. B. P. 

3. K. B. to K. second 

square. 

4. K. B. to adv. K.' Fi. 
fourth sq. giving cheek. 

f). (iainbit P. takes K. 
Kt. P. 

6'. (lambit P. takes K. 
R. P. and checks. 

7. K. B. to K. second 

square, f 

8. K. takes B.;{: 


* It would be bad play to take his King’s Bishop with your 
Knight. 

t*rhe Black loses the game by this move. 

I As he may play his King to his Bishop's sfjuare; instead of 
taking the Bishop, there will be *a Variation, beginning at the 
eighth move of the Black. 



WHITE. * BLACK. 

t 

9. K.Kt. to ^dv.K.fourth 9- K. to his third sq. ♦ 

square, giving double check. 

10. Q. to K. Kt. fourth 10. K. takes Kt. f 

sq. and checks. 

11. Q.toadv.K.B.fourth’ II. K. to Q. third sq. or 

sq. and checks. to adv. Q.fourth sq. 

12. Q. to adv. Q. fourth sq. giving checkmate. 


VARIATION* 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 


1. K. P. two squares. 

2. K. B. P. two squares. 

3. K. Kt. to its B. third 

square. 

4. K. B. to Q. B. fourth 

square. 

5. K. Kt. P . one square. 

6. K. castles. 

7. K. to K. R. square. 


1. The same-. 

2. K. P. takes K.<B. P. 

» 

3. K. B. to K. second 

square. 

4. K. B. to ado. K. R. 

fourth sq. and checks, 

5. Gambit P. takes K. 

Kt. P. , 

6. Gambit P. takes K. 

R. P. and checks. 

7. K.B. to K. second sq. 


• If Ije were to play his King to his own square, he would lose 
his Queen. 

t He may move his King to his Queen^s third square, in which 
case you* ought to give check at the adversary's King's Bishop's 
second square, and then take his Queen, 



WHITE, • 

8. K. B. takes K. B. P. 

and checks. 

9. K.Kt.toadv.K.fourth 

square, 

10. K.B. to Q. Kt. third 

square, 

11. K. Kt. to adv. K. B. 

second s(|nare. 

1 ‘J. K. P. one, square. 

I 3. K. P. takes Kt. 

14. K. B. takes Q, P. 

13. Q. to K. s(|uare. 

1 (), Q. P. two s((uarcs. ^ 
17. Q. B. to adv. K. R. 
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BLACK. 

8. K. to his ii. sq, * 

.9. K. Kt. to K. B. third 
square. 

to. Q. to K. ^uarc. f 

t 

11. K. U. to K. Kt. sq. 

112. Q. P. two squares.^ 

13. K. Kt. P. takes P. 

f 

14. Q. B. to adv. K. Kt. 

fourth s(|uarc. 

1,'). Q. li. to K. R. fourtk 
square. 

11), Q. li, takes K. Kt. 

17. K. R. interposes. 


third square, giving check. 

18. (j. Kt. to Q. li. third JS. Q. B. takes K. B.and 
square. checks. 


This is much better ])l.iy tluiu lakinj^; the Bishop, yet he can 
not avoid the loss of the f^uine, if your attack be properly 
conducted. 

t If he did not move, lus Queen, you would easily win his 
King’s Rook, by playing your Kings Knight to his King’s Bishop’s 
second square. • 

X he moved his King’s Knight, you ought to give check by 
discovery at his Queen’s third square, and then take his Queen. 

§ You might likewise play your Icing's Knight to the adversary’s 
King’s Rook’s third square. 



WHITE. 

ld> Kt. takes Q. B. 

20 . Kt. takes K. B. 

21 . Q. takes Q. and 

checks ■ 

22 . Q. B. takes K. R. 


' BLACK. 

19 . Q. to K. B. second 

square. * 

20 . Q. takes Kt. 

21 . K. takes Q. 

22 . Loses the game. 


TVVENTY-SEVENTH GAME. 


WHITE. 

1. K. P. two squares. 

2 . K. B. P. two sq. 

3. K. P. takes Q. P. 


BLACK. 

1 . The same. 

2 . Q. P. two squares, t 

3. Q. takes K. P. 


* If lie were to play his Queen to her Bishop's third square, he 
would be checkmated in two moves. 

t This move is played in order to avoid the attack which the 
Gambit generally gives : when a player receives odds, it is a very 
good move ; but when no odds are given, it is better to take the 
Gambit Pawn. 

t If, instead of this move, he were to take your King’s Bishop’s 
Pawn, you should play your King’s Knight to its Bishop’s third 

I 

square, and then your Queen’s Knight, &c. 



WHITK. 

4. Q. Kt. to Q. B. third 

square 

5. K. Kt. to K. B. third 

square. 

6. K. to K. B. second 

square, t 

7. Q. P. two squares. 

H. K. B. to adv. Q. Kt. 

fourth s(j. and check! 
*). K. K. to K. s(jnarr, an 


BLACK. 

4. Q. to K. third sq.* 

5. K. P. takes K. B. P. 
and checks by discovery. 

• (i. K. B. to*Q. B. fourth 
sq. giving check. 

7. K. B. to Q. Kt. third 

s([uarc*. 

H. Q. B. P. one S(j. or 
any other move, 
the Black Q. is lost. 


'I'WENTY-EJc; 1 Il’l I GA ME. 


queen’s «AMBIT. 



WHITE. BLACK. 

1. Q.P. two sfjuares. 1. The same. 

2. Q.B. P. two squares. 2. Q. P. takes Q. B. P. * 

• » 

* The Black loses the game by this move, though it appears a 
gooc^one : he'ought to^rctirc his Queen to her own square; but, 
even then your game would be better than his. 

t Were you to interpose youi^King’s Bishop, you would lose 
the attack, ^ 

X If he played^anj/ other move, he could not retrieve his game. 
§The Queen’s Gambit is an instructive andasafe game. Even 



c 


WHITE. 

r 

3. K. P. one square. * 

4. Q. R. P. two squares. 

5. K. B. takes Gambit P. 

6. Q.to K. B. third sq. 

7. Q.takee^Q. R. 

8. K. B. to adv. Q. Kt. 

fourth square. 

.9. Q. takes Q. R. P. and 


BLACK; 

3. Q. Kt. P. two sq. t 

4. Q.Kt.P.takesQ.R.P.^ 

5. 1Q.B . to Q. second sq. 

6. K. P. one square. § 

7. Q. B. to its third sq. 

8. Q. B. takes K. B. 

ill win the game. 


FlllST VARIATION, 

BEGINNING AT THE I'OURTH MOVE OF TUK BLACK. 

I. Q. P. two stjuarcs. 1. The same. 

. 2. Q. B. P. two s(/m}'€s. 2. Q.P. takes Q. B. P. 

when the defence is scienhjic, he who plays the Gambit has as 
good a game as his adversary. 

* With a player who does not support the Gambit Pawn, it is 
better to play this Pi^wn two stpiares. 

f The Black loses the game by this move; it is not possible to 
support the Queen’s Gambit’s Pawn against a good player. 

I As he may play either his Queen’s Bisliop’s Pawn one square, 
or his Queen’s Bishop to Queen’s Rook’s third square, there 
will be two Variations, both beginning at the ^ fourth move of the 
Black. 

§ If he move his Queen’s Bishop to its third square, you ought 
to play:— 

• WHITE. ^ BLACK, 

7- Q. takes K. B, P, and gives 7. K. to Q. second square, 
check. 

8, Q. to adv. K. B. fourtli sq. S. K. to his own square. 

giving check, * 

9. K, B. to adversary’s K, B. second square, giving checkmate. 
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WHITE. 

3. K. P. me square. 

4. Q. R. P. two squares. 

5. Q. R. P. takes Q. Kt. P. 

6. Q. to K. third sq. * 

7. Q. takes Q. Kt. and 

gives check. 

8. Q.to adv.Q.Kt. second 

square. 

Q. Kt. to Q. li. third 
square. 

10. Q. to K. li. third sq. 


BLACK. 

3. Q. Kt. two squares. 

4. Q. B. P. one square. 

5. Q.B. P. takes Q.R.P. 

6. Q. Kt. to Q. B; third 
' square, t 

7. Q. B. to 0. second 

square. 

8. Q. R. P. two squares. 

9. Q. R. to Q. Kt. sq. . 

10. Must lose the game. 


SECOND VARIATION, 

BEGINNING AT THE FOURTH MOVE OF THE BLACK. 

]. Q. P. two squares. • 1. The mame. 

2. Q. B. P. two squat'cs. 2. Q. P. takes Q. B. P. 

3. K. P. one squai'c. 3. Q. Kt. P. two squares. 

4. Q. R. P. two squares. 4. Q. B. to Q. R. third 

• sq. or to Q. second sq. 

* By this decisive move, you may easily perceive, that, when a 
player is accustomed to support the Gambit Patony it is much better 
t6 pljy the King's Pawri only one square. 

t If, instead of playing his Queen’s Knight, he were to play 
his Queen to her Bishop’s second square, with the intention of 
cor^ning your Queen by playing his Queen’s ^night, after you 
have taken his Rook, you ought immediately to push your Queen's 
Pawn one square, and then take his Queen’s Rook’s Pawn. 
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WHITE. 

9 

5. Q.R. P. t^kesQ.Kt.P. 
6^ Q. Kt. to Q. B. third 
sq;oate.f 

7. Q. to K. B. third sq.:}: 

8. Q. R. takes Q. B. 

9. Q. talies Q. B. P. and 

checks. 

10. Q. takes Q. R. and 


BLACK. 

.^. Q.<B. takes Q. R. P. 

6. Q, B. to Q. R. third 

square, f 

7. >Q. B. P. one square. 

8. Q. Kt. takes Q. R. 

9. Q. to her second sq. 

lO. jp her own sq. 
i 1. (^. interposes. 


checks. 

11. Q. to adv. Q. B. third 

sq. giving check. 

12. Q. takes Q. Kt. and will easily win the game. 


rWKN'rV-NINTH GAME. 

ANOTHER METHOD OF FLAYING THE QUKEN’s GAMBIT. 

WHITE. BJJkCK. 

'S r 

♦ 

1. Q. P. two squares. 1. The same. 

' f 

2. Q.B.P. t-wo 2. C^a trilccs 

* Instead of this move, you may also play your Queen’s 
Knight’s Pawn one square. 

t If he should support his Bishop with his Queen’s Bishop’s 
Pawn, or with his Queen, you ought, in either case, immediately 
to push your Queen’s Knight’s Pawn one square, and you will win 
the Gambit Pawn, in a very advantageous position. 

I Instead of this move, you may take the Queen’s Bishop with 



WHITK. 

3. K. P. one square. 

4. Q. R. P. two squares. 

5. Q. R. P. takes Q. Kt. P. 

6. Q. Kt. to Q. R. third 

. square, f » 

7. Q. Kt. P. one square.:}: 

8. Q. Kt. takes Q. B. 

9. K. B. takes C^tnbit 

Pawn. § 

10. K. Kt. to K. sqcond 

square. 

11. K. castles. 

12. K. Kt. to its third sq. 

13. K. P one square ; and 

superior ter your ad 


B1.ACK. 

3. Q.Kt. P, two sq. * 

4. Q. B. to Q. second sq. 
3. Q. B. t^kes Q. R. P. 

O'. Q. tdi her fls^Urth sq. 

7. Q. to Q. Kt. second sq. 
8- Q. takes Q. Kt. 

9. Q. to K. B. fourth sq. 

10. K, P. one square. II • 

11. K. B. to Q. third sq. 
1^2. Q, to K. B. third ^q/ 
our game is cxjnsiderably 
?,rsary’s. 


your Queen’s Rook, and then check with your Queen at her 
Rook's fourth square, &c. 

After committing the mistake of supportmg the Gambit Patm^ 
the Black in this game plays very correctly; yet you have greatly 
the advantage ; a proof, that, after supporting the Pawn, the game 
is irretrievable. : 

4 . 

t Stamm A always played this move. There is no doubt, how¬ 
ever, of the Knight’s being better played to its Bishops third 
square. 

X This move is essential in the Queen’s Gambit, when the 
adversary supports the Pawn. • 

§rou may also take the Gambit Pawn with your Queen’s 
Knight’s Pawn, in order to uhite your Pawns in the centre of the 
board, * 

• II All your adversary’s pieces being confined, the game is as 
much in your favour as if you had won a Pawn. 
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THIRTIE'rH GAME. 


SALVIO’S GAMBIT.* 



WHITE. 

1. K, P. two squares. 

2. K. B. P. two squares. 

3. K. Kt. to K. B. third 

square. 

4. K. B. to Q. B. fourth 

square. 

5. K. Kt. to adv. K. 

fourth square. 

6. K. to K. B. square. 

7. Q. to K. square, f 

8. K. takes Q. 


BLACK. 

]. The same. 

2. K.'^P. takes K. B, P. 

3. K. Kt.P. two squares. 
« 

4. K. Kt. P. one square. 

A 

5. Q. to adv. K.R. fourth 

sq. giving check. 

6. K. Kt. to its B. third 

square. 

7. Q. takes Q/;J; 

8. K. Kt. takes K. P. 


* Ti\e difference between this game and the usual method of 
defending the Gambit consists in playing tlie King’s Knight to i/s 
Bishop*s third square, after giving check with the Queen, instead of 
playing it tot/« Rook*s third square. The plUying of the King’s 
Knight to i/s Bishop*s third square is a remarkably good move, when 
a player receives a piece. 

t, Tliis move gives you a decided advantage, and it is the best 
you can play. You might, however, play your Queen’s Knight to 
s third 

your King’s Bishop. 


square, or take his King’s Bishop’s Pawn with 



X He is com]^dIIed to take your Queen, as he can not remove 
* • *' 

her without losing her for two pieces; or losing the King’s 
Rook, 



WHITE. 

9. K, B. takes K. B. P. 

and checks.* 

10. K. B. to Q. Kt. third 

% 

square. 

11. K. Ivt. to adv. K. B. 

second square. 
l‘J!. K. Kt. takes Q. P. 

UJ. K. B. takes K. R. a 
game. 


BLAqK, 

9- K. to h\j} second sq. '| 

10. Q. P. one square. % 

11. K. R. to Kt. sq. 

\ii. K. Kt. takes Kt. 
you will easily win the 


riiiirrF-i’iRS'i' came. 

* 

ANOTHER METHOD OP PLAYING SALVIo’s OAMUIT. 



WHITE. BLACK. 

1. K. P. two squares. , 1. The same. 

‘J. K. B. P. two squares. 2. K. P. takes K. B. P. 

.'J. K.Kt.toK.B. third sq. 3. K. Kt. P. two sq. 

L K.B. to Q.B. fourth sq. 4. K. Kt. P. one square. 

^ It would be bad play to take it with your Knight. 

♦ t Salvio directs the King to be played tb his Queen^s square; 
but Piiilidor’s move appears to be preferable. 

I The Black loses the game by this move. It would be better 
to pu^ the Gambit Pawn, but your situation would nevertheless be 
much more advantageous than his. 

§ Philidor s defence of this game is extremely scientific : 
Salvio's Gambit (or rather defence against the Ifing’s Gambit) is, 
however, replete with genius and brilliancy. 
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• WiHITK. BLACK. 

5. K. Kt. tp adv. K, 5. Q.toadv. K.R.fourth 

fourth square. sq. and checks. 

6. K. to K. B. square. 6. K. Kt. to K. B. third 

. square. 

7. K. B. takes K. B. P.' 7- K. to Q. square, t 

and checks. * 

8. Q. P. two squares. 8. K. Kt. takes K. P. 

9. Q. to K. second sq. 9. K. Kt. to adv. K. Kt. 

third sq. and checks. 

JO. K. R. P. takes Kt. id. Q. takes K. R. and 

c 

checks. 

11. K.to K.B. second sq. 11. Gambit P. takes K. 

R. P. and checks. 

12. K. takes Gambit P. 12. Q. takes Q. B. 

13. K. Kt. to adv. Q. B. 13. Q.Kt.orP.takes K.Kt. 

third square, giving check. 

14. Q. to adv. K. square, giving checkmate. 

1 

* You may'also play your Queen’s Knight to its Bishop’s third 
square, and if he ahotild play his King’s Kniglit to its Rook’s 
fourth square, you ought to take his King’s Bishop’s Pawn with 
your King’s Bishop, and then his King’s Knight. 

t If, instead of playing his King to his Queen’s square, as 
Geeco and Salvio direct, he were to play it to his second square,* 
his game would be better than yours. 

X This move, which appears so much against you, is in reality 
the most favourable for you that your adversary can play. * This 
proves how carefully a player ought to examine his game, before 
he plays any move, how advantageous soever it may seem. ' 



SEVENTY-EIGHT 

CRITICAL SITUATIONS, 

WON OR DRAWN liY RRILLIANT AND SCIENTIFIC MOVES, 


The Solutions are inserted in the Second Part* 
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No. 1. 



White to moTe, and to win in six moves. 
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No. U. 

t 



Black having to move, plays Queen to adv ersa ry’s 
Queen^s Bishop’s fourth square, in order to exchange 
her, or win the King's Knight; what ought the 
Wliitc to play ? 






















No. HI. 



White to move, "and to win the game in ten moves. 
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No. IV. 



Bladk bi^viog tjie iDove, took the Kii^t mth his 
QuceO) and Inat the nrhat ought the White to 
play in cinder to vrin the game ? 














No. V. 



Black bad tbe move, and played die King*s Kfiiglit's 
Pawn twa squares; wlat sboaU the White play ? ^ 

N.B. This position occnrred in Italy, where it is not 
allowed to take Pawns en pas^ani. 















No. VJ. 



Biaok had the inove^ and took the King’s Pawn 
with the Rook, in the expectation of ^^wshing bis Pawn 
to Queen ; what ought the White to play ? . 






















1 . 0 .^ 


No. Vll- 



' White has the move, and if he play properly, will, 
at least, gain the adversary's Queen. 
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No.. VIIJ. 



White had the move, and played the Rook to ad¬ 
versary’s Queen’s Bishop’s second square, upon which 
Black played his Rook from the King’s square to the 
Queen’s square ; what odght the White to move? 
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No. JX. 



Black bad the move* and played the King’s Kn^ht's 
Pawn one 8(|uare, apparently forcing the artveraary’s 
Queen; what ought the White to move? 
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No. X. 

« 



Black had the move, and played the King’s Rook’s 
pawn to adversary’s King’s Rook fourth square; wfhat 
ought the White to play to endeavour to save the 
game ? 
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o. XI. 



White to move, and to win. 

























No. XII. 



Black had the move, and took the Kind's Kniglit’s 
Pawn with the Queens Rook, giving check; White 
being compelled to take the Rook to avoid check¬ 
mate, Black cliecked with, the Queen’s Bishop at ad¬ 
versary’s King's Rook tinrd square, and took the Qneen 
the next move; what ought the White to play after 
losing the Queen i' 










No. XUI. 



White to inove, and draw the game-. 
















No. XIV. 



White to checkmate in two inov^^ 


















White to checkmate in three moves. 


















No. XVI. 



White to checkmate with the Pawn iti four moves. 
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No. XVII. 



White to checkmate with the Pawn in four moves* 
















No. XVIII. 



White to checkmate in four moves. 




















No. XIX. 



This is a singular situation; if the White play first* 
he may checkmate his adversary iu four moves; but if 
the Black have the move, the White King may be 
checkmated in the same number of moves, and on the 
same square. 
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No.. XX. 



White to checkmate in four moves. 
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No. XXI 



White to checkmate in four moves. 
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No. XXII 



White to checkmate in four movc^. 






















een’s 
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No. XXIV. 



White to checkmate in four moves. 



















No. XXV. 



White to checkmate in four moves. 
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No. XXVI. 



White to checkmate in four moves. 



















No. XXVII. 



White moved his Queen to tiie Queen’s Bishop’s 
third square; the Black then played the King’s Bishop 
to adversary’s Queen’s fourth square; what should the 
White play? , 













White to checkmate, in five moves, with tiis Qiietm's 
Rook’s Pawn. 
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No. XXIX. 



White to checkmate, in five moves, witli thcPawMi 
which is at his Queen’s Knight’s fourth square. 
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XXX. 



White to checkmate in 6ve moves, with the King’s 
Pawn, without moving his King. 










m 


No. XXXI. 



White to checkmate with the Pawn in five moves. 
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xxxir. 



White to checkmate, in five moves, with the King’s 
Knight’s Pawn. 



















White to win in five moves. 


























No. XXX1\ 


/ 



White to checkmate in five raoves. 

























Black moved his King s Hook’s Pawn one sifjnare; 
hat •ought the White to play? 
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XXXVI. 



White to win in five moves. 















No. XX.\.V1I. 



White to eheckniale in five moves. 
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No. xxxviir. 



White to chcekinate with the Pawn in fire moves. 
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XXXIX. 



VVliito to win in six moves. 
































White to chcckiuutc in seven moves. 





















1:10 



White to will ill seven moves. 
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White to win the Queen, or checkmate in seven moves. 
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XLJII. 




''/'WS 

f^jj.'j y I v> 


vm 



ip,v 


L - 


White to win in fourteen moves. 
























White to will in nine moves. 




















14J 





White having the move, may draw the game. 
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XL VI. 



White to checkmate in ten moves, without moving 
his King, and without playing his Rook ofitener ^han 
once. 













White to checkmate in nineteen moves with the 
Pawi^ without moving either his Rook or his King. 
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No. XLVIll. 



White to checkmate iii nine moves with his Pawn, 
without takiuff cither of the adversary’s Pawns. » 
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XLIX. 



0 


White to win in six moves. 
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White to win in seven moves. 
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No. LI. 



White to move and to win. 
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No. Lll. 



White may draw the game whether he have the 
move or not. 














1.51 


No. Llll. 



White to win with the Pawn in three moves. 
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No. LIV. 



Black, having the move, played his Rook* to adv. 
Queen’s Rook’s third square; notwithstanding which 
the White may draw the game. 













Though tlie White appears to have lost the game 
irretrievably, he may, by a skilful manoeuvre, dmw it. 
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No. LVI. 



In this apparwtly hopeless situation. White having 
the move may draw the game. 


















N0..LV1I. 



White luay coiii|)el the lilaek tu win the gume in 

« 

twelve moves. 
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Wltitc to cou)()cl the Black to give liiiii checkmate 
with his Queen’s Bishop’s Pawn in live moves. , 

























No. LIX. 



White to compel the Black to checkmate, in three 
moves, with Queen’s Bishop. 
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No. LX. 



White itad the move, and played his Rook to his 
King’s square. Black, to save the Knight and as^oid 
checkmate, jdaycd the Knight to Queen’s Bishop’s 
third square. White then' checked at adversary's King’s 
squai'e, and agreed to compel the Black to win. 


























LXl. 



Black must compel the White to checkmate him 
witluhis Knight in five moves. 
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White to will, in nine moves, with the Pawn that is 
at the Queen’s Bisliop’s second square. p 











I()'l 



White to win with his Pawn, in eight moves, with¬ 
out taking his adversary’s Pawn. 














No. JAIV. 



Wliite to checkmate with liis Pawn in eight moves, 
*aiul he must neither take the Black Pawn nor allow 
his adversary to move it. 





White engages to chock with one of his Pawns on 
the eighth move, anti irnincdiatcly after to checkmate 
with the other Pawn.* 

The checkmate may also 1)C ^ivou in cip:ht moves, ehockinj^ 
hist with one Pawn cm the seventh move, anrl then checkmatinfj 
with the other Pawn, If the Queen's Pawn is to checkmate> it 
can not be clone in loss than nine moves —Pd. 





Wliite to check on the fifth move with one Pawn, 
and checkmate on the sixth move witli the other.« 




















No. LXVll. 



White to checkmate, in six moves, with tlic; King’s 
Rook’s Pawn, under the stipulation that the sarfic Pawn 
shall also give check the lourth and filth moves. 
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No. LXVJII. 



White checkmate in seven moves. 




























LXIX 


4 
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White to checkmate in seven moves 
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No. LXX. 



Whitt: to will in five moves. 





















[.XXI. 



White to clicck'iiiafe in li\ c inovi-fj. 
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Although the situation of the White appears irre¬ 
trievable, he may, by a scientibr move, draw the game. 
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LXXIJI. 



White, having tlie move, may draw the game. It 
the Black had the move lie would win. * 























No. LXXIV. 



White has the move, but Black may nevertheless 
draw the game. 





No. LXXV. 



White to checkmate with his Pawn in seven moves; 
it being agreed that he shall neither take the Black 
Pawn, nor suffer it to be moved. 
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No. I. 


Tltf> Three folloiL'hiiji SUiictlton'^ ohurrt'd laltdij nlti/c plai/in^^ u^awst 
a ;fentltni(in who buli> fair to be a first-rate player. 



In this situation Black moved his Queen to ad¬ 
versary’s Queen’s Rook’s fourth square; White‘then 
played the Queen’s Knight to adversary’s Queen’s 
fourth square; upon which, Black moved the Queen 
to adversary’s Queen’s Bishop’s second square, and 
White gave checkmate in five moves. 


















White, having the move, played the Queen’s Knight 
to the King’s Hook’s second square; what onght the 
Black to play ? 
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White to cbeckniate in five moves. 




















PART II. 


TEACHING THE PLAYER, WHO HAS XOT THE l^OVE^ TO 
OPEN HIS GAME, AND TO FRUSTRATE HIS 

adversary’s attack. 




FIRST GAME. 


WHITK. 

I. K. P. two s{|iiai*e3. 

K. B. to Q. B, fourth 
square. 

;3. Q.B.P. one square. 

4. Q. P. one square, 

5. K. Kt, to K. B. third 

square. 

6. K. castles. 

7. Q. B. to adv, K. Kt. 

fourth square. 

8. Q.Kt. to Q. second sq. 
iJ. Q. to Q.B. second sq. 


IJl.ACK. 

1. Tlie same. 

■2. 'i'he same. 

;J. Q. to K. second sc).* 

4. Tlie same. 

5. K. B. to Q. Kt, thirtl* 

square. 

6. K. Kt. to K. B. third 

scjuare. 

7. The same. 

8. The same. 

9. K. castles with K. II. 


Both games are very well opened: and the Black’s 
situation is to the full as secure as the White’s. The 
player of the Black would have been wrong in castling 
to his Queen's side; as the White, by pushing his 


* This move totally frustrates your plan of pushinjj your 
Queen’s Pawn two squares : for if ySu were to play it, you would 
lose your King’s Pawn, which he would take with his Queen, after 
taking your Queen’s Pawn with his King’s Pawn. 



t 


ISO 

t 

Queen’s Kniglit’s Pawn two squares, and then his 
Queen’s Rook’s Pawn two s(|uarcs, would have laid the 
foutulation of a violent and dangerous attack, which 
would have compelled his adversary to ])lay either his 
Queen’s Rook’s Pawn, or his Queen’s Bishop’s Pawn, 
and thus expose his King. 



4 

SECOND GAME. 



WHITE. 

1. K. P. tw'o squares. 

12. K. B. to Q. B. fourth 
square. 

3. Q. B. P. one square. 

4. Q. P. two squares. 

5. Q. B. P. takes K. P. 

C'. K.B. P. two squares. 

7. Q. Kt. to Q. B. third 

square. 

8. K. Kt. to K. B. third 

squarfe. 

9. Q. Kt. takes K. Kt, 

10. K. B. takes Q. P. 


BLACK. 

1. The same. 

2. The same. 

3. Q. P. one square. 

4. K. P. takes P. 

6 . K. B. to Q. Kt. third 
square. 

6 . K. Kt. to its B. third 

S([uarc. 

7 . K. castles. 

8. K.Kt. takes K, P. 

9 - Q. P. one square. 

10. Q. takes K. B. and 
has a very good game. 



THIRD GAME. 


WHITE. 

1. K. P. two squares. 

2. K. B. to Q. B. fourth 

square. 

‘3. Q. to adV. K. R. fourth 
square. 

4. Q. Kt. to Q. B. third 

square. * 

5 . Q. to adv. K.Kt. fourth 

square. 

0. Q. takes K. Kt. P. 

7. Q. to adv. K. R. third sq. .7- Q. P. two squares. 

8. K. P. takes P. 8. K. B. takes K. B, P. 

and cheeks. 

If the White take the B. the K. Kt. checks at 
adversary’s K. Kt. fourth square, and wins the 
Q.; and if, instead of taking the K. B. the 
White move, 

.9. K. to K. B. square. 9 - K. R. to K. Kt. third 

sq. forcing Q. &e. 


BLACK. 

1. The same. 

2. The same. 

:3. Q.' to K. second -s(|. 

4. K. Kt. to K. B. third 

sijuare. 

5. Q. B. P. one square. 
f>. K. U. to K. Kt. s(|. 


* The first Variation wilt comjncncc at this move. 
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FIRST VARIATION, 

BEGINNING AT THE FOURTH MOVE OF THE WHITE. 


WHITE. 

I. K.P. two tK/uares. 

SJ. K. B. to Q. B. fourth 
square. 

Q. to adv. K. R.fourth 
square. 

4. K. Kt. to K. li. third 

squart*. 

5. K. Kt. to udv. K. Kt. 

fourth S(|. 

G. K.B. takes K. B. P. 
and cliccks. f 

7. Q. to K. R. fourth sq. 


BLACK. 

1. The same. 

2. The same. 

f 

d. Q. to K. second sq. 

\ 

4. Q. P. one square. * 

5. K; Kt. to K. B. tliird 

square. 

6. K. to Q. squqre. 

(If she be moved to any 


other square, theK. R. P. played one square, 
will gtdn a piece.) 

7. K. R. to K. B. square. 


* Instead of playing this move, he may also play— 




ulack. 


4. 4. K. Kt, to K. third square. 

5. Q. takes K. P. 5. K. B. takes K. B. P. and 

checks. 

0, K. takes K. B- 6. K. Kt. tq^ adversary's K. Kt. 

fourth sq. giving check, &c. 


t The second Variation 'vill commence at this move. 
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VVHITK. nLAVK. 

S. K.B. to Q.B. fourth s(|. 8. K. Rt, #akes K. P. 

9. Q. takes K. Kt. * 9. K. B. takes K. B. P. 

and checks. 

10. K. to K. B. sq. t 10. Q. takes K. Kt. 

11. K. B. to K. second 11. K. R. to adv. K. B. 

square. fourth square. 

l‘i. Q. to her third sq. 12. Q. B. to K. B. fourth 

square. 

13. Q. to adv. Q. fourth 13. Q. B.to adv. K, fourth 

square. * , square. 

14. Q. to adv. K. Kt. ,s(|. 14. K. to his second sq. 

and checks. 

13. K. B, to its third sq. 1.5. Q. B. takes K. B. . 

1(). K. Kt. P. takes Q. B. ll), K. H. takes K. Kt. P. 

17. Q. P. one s(juare. 17. K. JJ. to adv. K. R. 

fourth stj.and cliecks by discovery. 

18. K. to his second S(|. 18. Q. to adv. K. Kt. 

• second sq. an<l checks. 

19 . K. to Q. square. 19. K. R. to adv. K. B. 

sq. giving check. 

20. K. R. takes R. 20. Q. iak<is K. R. and 

, checks. 

21.. K. to Q. second sq. 21. Q. to adv. K. sejuare, 

and cheekmutc.s. 

* JThc third Variation begins here, 
t The fourth and fifth Variations begin at this move. 



^SECOND VARIATION, 

BEGINNING AT THE SIXTH MOVE OF THE FIRST VARIATION. 


WHITE. 


BLACK. 

f 

1 . /v. P. two sijiiares. 

1 , 

The same. 

2. K. 1}. to Q.. li. fourth 

2. 

The same. 

Hijuarc. 



.3. Cl. toadv. K.R. fourth 

3. 

Q. to K. second sq. 

( 

square. 



.4. K. Kt. to its B. third 

4. 

Q.P. one square. 

square. 



5. K. Kt. to adv. K. Kt. 

5. 

K. Kt. to its B. third 

fourth squaj'e. 


square. 

6 ‘. Q. takes K. li. P. and 

6 '. 

Q. takes Q. 

checks. 



7. K. Kt. takes Q. * 

7. 

K. R. to K. B. sq. 

K. K. Kt. to adv. K. Kt. 

8. 

K. R. P. one square. 

fourth square. 

• 


9. K.Kt. to itsB.third sq. 

9. 

K. Kt. takes K. P. 

10 . K. castles. 

10. 

K. B. takes K. B. P. 



and checks. 

11 . K. R. takes K, R. 

11. 

K. Kt. takes K. R, 

12 . K. takes K. Kt. 

12 . 

K. P. one square; 


wins K, Kt. «Tiid has much the best of the game. 


* If the White should take the Queen with his King's Bishop, 
giving check, the Black must move his King to his second square : 
the White will then be compelled to retire his King’s Bishop, to 
avoid the loss of a piece; and the Black, by playing his King’s 
Rook’s Pawn one step, Avill win the King’s Pawn, and have a 
remarkably advantageous situation. 
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THIRD VARIATION, 

UEGINNING AT THE NINTH MOVE OE TIIK FIKST •V ARIATION. 
WHITE. BLACK. 

1. K. P. tzvo squares. 1. The same. 

2. K. B. to Q. B. fourth 2. The same. 

square. 

Q. to adv. K. R. fourth J. Q. to K. secomlsq. 

square. 

4. K. Kt. to its B. third 4. Q. P. one square, 
square. 

4. !\. Kt. to adv. K.Kt. t). K.Kt.toits B.thirdsq. 
fourth square. 

C). K. B. takes A. B. P. (>. K. to Q. .square, 
and checks. 

7. Q to A. H. fourth sq. 1. K. A*, to K. B. ,sq. 

s. A . B. to Q. />. fourth <s. A. Kt. takes K. P. 

square. 

K Kt. toadv. K.B. .9. K.Il. takes K. Kt. 
second sc|. and tlieeks. 

I(‘ Q. take.s K.Kt. 10. K.B. takes K. B. P. 

and checks. 

11. K. to Q. square. 11. K. R. to adv. K. B. 

, fourth square. 

12. Q. to adv. Q. fourth 12. Q. B.P. onestjuare. 

square. , 

13. Q. to adv, K. Kt. sq. 13. K. to Q. B. hCt’OIul 

giving cljeck. Hquare. 



BLACK. 


WHITl';. 

I'l. K. IJ. to I\. Hccond S([. 
15. Q. P. one square. 

16*. Q. to adv. K. R. s(j. 
17. Q. R. to adv. K. Kt. 
fourth square. 


14. K. Kt. P. one square. 

15. Q. B. to K. third sq. 
If). K. R. to its B. square. 
17 . Q. to K. B. second 

square, &c. 


FOURTH VARIATION, 

BKOINNING AT TIIK TENTH MOVE OF THE FIRST VARIATION. 


1 . K. P. two s(jua)xs. 

'2. K. H.to Q. B. fourth 
stjumr. 

5.' Q. to adv. Q. R. fourth 
stjuurc. 

4. K. Kt. to K. B. third 

square. 

5. K. Kt. to adv. K. Kt . 

fourth square. 

6. K. B. takes K. B. B. 

and checks. 

7 . Q- to K. R. fourth sq. 

8 . K. B. to Q. B. fourth 

square. 

9 . Q. takes K. Kt. 

10. K. to Q. sqXiarc. 

11. Q.Kt.toQ.B. third s(|. 

12. K. R. to K. B. sq. 


1. 7 he same. 

2 . The same. 

3. Q. to K. .second sq. 

4. Q. P. one square. 

5. K. Kt. to its B. third 

squai'c. 

(». K. to Q. square. 

7. K. R. to K. B. sq. 

8 . K. Kt. takes K. P. 

y. K. B. takes K. B. /^ 
and checks. 

10. Q. takes K. Kt. 

1 1. The same. 

12. Q. B, to K. B. fourth 


square. 
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WHITE. ni.ACK. 

13. Q. to adv. Q. fourth 13. Q. Kt»to adv. Q. Kt. 

square. fourth square. 

14. Q. takes Q. Kt. P. 14. Q. to adv. K. Kt. 

fourth sq^i^iviug cheek. 

15. Q. is compelled to ill- 15. Q. B. takes Q. B. P. 

terpose at K. B. and checks, 

third square. 

16'. K. to his second sq. 16. K. R. takes Q. &e. 


I T I TU VAUIATION, 


IlEGINNINC VT THE TENTH MOVE Of THE FIRST V A E, I A I’l O N . 


1. K. P. M'o squares. 1. The same. 

2. K. B. io Q. 1). fourth y. The same. 

square. 

3. Q. to adv. K. R. fourth .1. Q. to K. second sq. 

.square. 

4. K. Kt. to K. B. third 4. Q. P. one square. 

square, 

5. A . Kt. to adv. K. Kt. 5. K. Kt. to K. B. third 

fourth square. square, 

a. K. B. takes K. B. P. 6. K. to Q. square, 
and checks. 

7. Q. to K. R. fourth sq- 7. K. R. to K. B. sq. 

8^ K. B. to Q. B. fourth 8. K. Kt. take.s K. P. 

square. 

y. Q. takes K. Kt. . 9. K. B. takes K. B. P. 

and checks. 



1 


11 

WHITE. 

10. K. to his second s(j. 

11. K. R. P. one sq. to ])re- 
vent check with Q.B. 

12. Q. to adv. Q. fourth 

square. 

13. K. Kt.P. two squares. 

14. K. R. P. takes Q. B. 

(or A.) 

13. K. to 1^. Jk st^uare. 

foil rth 

1(). Q. is compelled to in¬ 
terpose. 

17. K, to K. Kt. sq. 


BLACK. 

10. Q. takes K. Kt. 

11. K. R. to adv. K. B. 
fourth square. 

12. Q. to K. R. fourth 
sq. giving check. 

13. Q. B. takes K. Kt. P. 
and checks. 

14. Q. takes K. R. P. and 
checks. 

13. K. B. to adv. K. R. 
sq. and checks by discovery. 
1(). Q. takes Q. giving 
check. 

17. Q. to adv. K. Kt. third 
sq. giving checkmate. 


(A.) 


14. K. to K. B. square. 
1.5. K. R. takes Q. B. 


I O'. K. to K. Kt. second 
square. 


14. Q. B. takes K. R. P. 
and checks. 

15. Q. to adv. Q. square, 

and checks. 

16’. Q. to adv. K. Kt. sq. 
giving checkmate. 
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FOUR'rn GAME. 





WHITE, 

1. K. P. two sqiiaiT.s. 

‘J. K. H. to Q. Ji. fonrtii 

S(|unre. 

ft 

:i. Iv. Kt. to K. B. third 
scjiiaro. * 

4. Q. B. P. one square. 

5. Q. P. two .s(|niires. 

()•. Q.B. P. takes K.P. 

7. K. Kt. to lulv. K. Kt. 

fourth square. 

8. K. P. takes Q. P. 

.9. K. B. to Q. third sq, 
10. Q. to adv.K. B. fourdi 
square. 


BLACK. 

I. The same. 


o 

^ • 

Q. Ji. P. one s(j. 


tj t 

Iv. It. to Q. third 

S(|. 

4. 

iv. B. to Q.B. second 


S()na^(^ 

ft 


K. J\ tak(‘!s P. 


t). 

K. Ivi. to K. second 


s(|uaiT. 


7. 

Q. 1^. two s(|uarei 


S. 

Q. B, I*, takes K. 

p. 

.9. 

Iv. B. P. one square. 

10. 

Iv. castles. 



* In the first Part, the idtarLini^ player lias been taiij^ht the 
method of taking advanta|^(‘ of ilir>se mistakes vs liieh are ^cneTally 
coniniitt(‘d by his adversary : this fiiiine will slio^\, that, wlien the 
plifyer, ufmhns the move, does iH»t follow tlie u’^ular system of 
attack, hi^ adversary may easily ^ain the mocvy and arapiire a more 
advantaj^euiis situation. Tf the^ Wliite, instead of playing his 
King’s Knight to its Bishop’s third square, hud played his Queen’s 
Pawns two squares, he would have had a much better game. 



BLACK. 



WHITK. 

i 1. K. Kt. to K. B. third 

9 

sc|iiari‘. 

VZ. K. castles. 

1 ^3. Q. Kt. to Q. B. third sq. 

< 

14. Q. B. to Q. second sq. 

li. Q. Kt. to K. second 
8(|uarc. 

16 ‘. K. R. P. two scjuares. 

17. Q. 13. to K. B. fourth 

scjuare. 

18. Q. takes Q. 

ly. Q. B. takes K. B. 

120. K.Kt.P. takes K.Kt.P. 
Zl.'K. Kt. P. to K. B. 

fourth s([uaic. 

‘2!2. K. to K. Kt. second 
s(|uare. 

23. Q. Ki. takes K. Kt. 

24. K. R. to its ,s(|uare. 
23. K. R. to adv. K. R. 

fourth s(|uare. 

26'. K. to K. R. square. 

27. Q.B. to adv. K. fourth 

stjuare. 

28. K. R. to its third scj. 

29 . K. B. P. one square. 

30. K. B P. takes K. R, 


1 1. Q. Kt. to Q. B. third 
s(juare. 

12. Q. to her third sq. 

13. Q. R. P. one square. 

14. K. B. P. two squares. 

15. K.Kt. P. two squares. 

16 . K. Kt. P. one sq. 

17. Q. to K. Kt. third 

square. 

18. K. Kt. talvcs Q. 

19 . K. Kt. P. takes K. Kt. 

20. K. Kt. takes K. R. P. 

21. K. Kt. to adv. K. B. 
third S(j. and cheeks. 

22. K. Kt. takes Q. P. 

, 23. Q. Kt. takes Q. Kt, 

24. K.to K. H. second sq. 

25. K. R. to K. Kt. sq. 

giving check. 

26 . K. R. to adv. K. Kt. 

fourth square. 

27 . K. to K. Kt. third sq. 

28. Q. Kt. to Q. B. third 

square. 

29 . Q. Kt. takes Q. B. 

30. Q. Kt. takes K. B. P. 



l.'H 



WHl I K. 

UJ.AKK. 

Jl. 

Q. R. to K. B. sq. 

rH. Q. B. to Q, siToiid 

1 



square. 

3‘2. 

K. R. to K. Kt. third 

3‘2. K. R. P. one s()uare. 


square. 

33. K. to K. il. third sq. 

33. 

Q. R. to K. s(|uare. 

34. 

K. to K. Kt. square. 

34. Q. R. to K. R. st|. 

35. 

Q. Kt. P. one sq. 

.35. CJ|. P. one square. 

36. 

Q. R. to Q. B. s(|. 

36'. Q. B. to its tliird sq. 

37. 

Q. R. to adv. Q. B. 

37. Q. B. to adv. K. fourth 


t'ourth s<|uarc. 

square. 

3H. 

K. B. takes Q. B. 

3K, K. B. P. takes K. B. 

3.9. 

K. R. to its tliird sq. 

3.9. K. B. P. to adv, K. 



tliird square. 

j * 

90. 

K. to K. B. s(juare. * 

40 Q. P. to adv. Q. third 



sijuare. 

41. 

K. R. lakes K. R. P. 

H . Q. Kt. t(* adv. K. R. 



seeond sq. and cliecks. 


K. to his .s(juare. 

■]‘J. Q. R. takes K. B. 

43. 

Q. R. takes Q. R. 

43. Kt. to adv. K. B. third 



sijuare, and checks. 

44. 

K. to K. B. or CJ. sq. 

44. P. to adv. K. second 


square, aiul checks- 
4.5. Loses the game in a few moves. 

^ Jf tht; White (instead of niovm^ his Kin^; should tnke the 
King's Rook’s Pawn with one of his Ror)ks, the Black would wjn 
the gdme by taking that Rook, and then playing his Pawn to the 
adveisary’s King’s second square. 
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FIFTH GAME. 


t 


WHITE. 


1. K. P. tw o squrirch. 

2. K. Kt. to K. B. third 


BI.ACK. 

1. Th(' same. 

2. Q. Kt. to Q. B. third 


square. 

K- B. to Q. B. fourth 
square. 

4. Q. B. P. one squaic. 

S}. Q. P. two squares. 

6. Q. B. P. takes K. P. 

7. Q. B. to Q. second sq.* 

8. Q. Kt. takes K. B. 


, square. 

3. I hc same. 

« 

4. K.Kt to K.B. third 

square. 

5. K. P. takes P. 

(), K.B. to adv. Q. Kt. 

fourth s([. and checks. 
7. K. B. takes Q. B. f 
S. Q. P. two squares. X 


^ If the White wtMO 1o interpose his Qutn n’s Knight (as Greco 
injudiciously directs), the Black oujj;ht iininediaU ly to take Queen’s 
Knight with his King's Bishop, and then the King’s Pawn with 
his King’s Knight. 

t He may also play— 


wiiirf. 


BLACK. 


7 . 7. Q- to K. second square. 

8. Is obliged to push his K. P. 8. K. Kt. to adversary’s K. fourth 
one square. square, &c, 

I This move is of essential utility, as it disunites the ‘White's 
central pawms : if the White, after taking the Queen’s Pawn with 
his King’s Pawn, were to give check hy playing his Queen to 
King's second square, the Black ought to move his Queen’s 
Bishop to King’s third square. 




\9S 

WHITE. 

9 . K. P. takes P. 

10. Q. to her Kt. third sq. 

) 1. K. castles with his R. 

12. K. R. to K. square. 


BLACK. 

9- K. Kt. takes K. P. 

10. Q.Kt. toK.second sq. 

11. Q.B.P . one sipiare. 

12. K. castles. * 


SIXTH GAME. 


WHITE. 

1. K. P. two squares. 

2. K. Kt. to K. J3. third 

square. 

3. K. B. to Q. B. fourth 

square. 

4. Q.B.P. one square. 

5. Q. P. two squares. 

6. K. P. one square. 


BLACK. 

1. The same. 

2. Q. Kt. to Q. B. third 

square. 

3. The same. 

4. K. Kt. to K. B third 

square. '| 

5. K. P. takes P. 

(). K. Kt. to adv. K. 
«;fuurth square. 


••Hio game is al the least as good as yours. Your Queen’s 

I 

Pawn being isolati^d renders your situation perhaps even inferior 
to his. , 

t It would also be good play to move his Queen to King's 
second square. 


o 



194 
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WHITK. BLACK. 

7. K.J3. to adv.Q. fourth 7. K. Kt. takes K. B. P. 
square.' * 

S. K. takes K. Kt. 8. K. P. takes Q. B. P. 

checking with K. B. 

.9. K. to his square. 9. K. P. takes Q. Kt. P. 

10. Q. B. takes K. P. 10. Q. Kt. to K. second 

s(]uare. 

11. K. Kt. to adv. K. Kt. 11. Kt. takes K. B. 

fourth square, f (or (or B.) 

}2. Q. takes Kt. 12. Q. takes K. Kt. 

V3. y. takes K. B. 19. Q. takes K.Kt. P. and 

has a much better game than his adversary. 

(A.) 

11. Q. to Q. Kt. third s(|. 11. Kt. takes K. B. 

12. Q. takes Kt. 12. Q. to K. second sq. 

l .‘j. K. 11. to K. B. square. 19. Q. B. P. one square. 

14. Q. to Q. Kt. third sq. 14. Q. P. two s(|uarcs. 

15. Q. Kt. to Q. B. third 15. Q. B. to K. third sq. 

square. &c. 

The Black is equal in power, and superior in situation. 

If the White, at the seventh move (instead of playing his 
King’s Bishop to the adversary’s Queen’s fourth square), were to 
I)lay his Queen’s Knight’s Pa^vn two squares, the Black must not 
retire his Bishop; he ought to take the Queen’s Bishop’s Pawn 
with the King’s Kmght, and then the Queen’s Ki^ight’s Pawn with 
his King’s Bishop, &c. 

t This is not a good move, it would be better to play King’s 
Bishop to Queen’s Knight’s third square.— Ed. 



WHITE. 


]95 

% 

(B.) 

bl\ck. 

11. K. R. to l^a IS. sc^. 11. ]^t. tiikcs l\.. R. 

JSi. Q. takes Kt. 12. Q. to K. second sq. 

and then Q. 13. P. •one sq. &c. 


SfiVENTII GAME. 



WHITE. 

1. K.P. two squares. 

2. K. Kt. to K. 13. third 

square. 

3. K. B. to Q. B. fourth 

square. 

4. Q. P. one square. 

5. K. Kt. to adv. K. Kt. 

fourth square. * 

6'. K. B. takes K. B. P. 
giving check. 


itI.ACK. 

]. The same. 

2. Q. Kt. to Q. B. third 

HC|uare. 

3. The same. 

4. The same. 

.5. Q. to K. B. third sq. | 

6. K. to K. B. square. 


• This move appears very t^ood, but it «8,, on the contrary, 
highly exceptionable; the attack being premature. 

t The Black may also move his King^s Knight to its Rook’s 
third square; but it is much better to play the Queen, as th(? move 
is not only defensive, but offensive. 



WHITE. 


BLACK. 



7. K. castles. 

8. K. B. takes K. Kt. 

9- K. B. to Q. B. fourth 
square. 

](). Q. B. P. one square. 
11. K. R.P. one square. 
Ii2. Q. B. P. takes Q. Kt. 
(or A.) 

13. K. takes Q. B. 

14. K. to Kt. square. 


1 ‘J. K. Kt. P. takes Q. B. 


7. K. R. P. one square. 

8. K. R. P. takes K. Kt. 

9. Q. Kt. to adv.Q. fourth 
square. 

10. Q. to K. R. third sq. 

11. Q. B. takes K. R. P. 

12. Q. B.takes K. Kt. P. 

13. Q. to adv. K. R. third 
sq. and checks. 

14. Q. to adv.K.R. second 
sq. giving checkmate.* 

(yl.) 

12. Q. takes K. Kt. P. 


1.3. Can not avoid checkmate. 


EIGHTH GAME. 



WHITE. 

1. K. P. two squares. 

2. K. Kt. to Kt B. third 

square. 

> 

* This game is taken from S 
best played games.—E d. 


BLACK. 

1. The same. 

2. Q- Kt. to Q. B. Ihird 

square. 

Amma’s work; it is one of his 



WHITE. 


i.y? 

HLACK. 

3. K. B.toQ.B. fourth sq. 3. The sapie. 

4. Q. P. one square. 4. The same. 

5. K. Kt. to adv. K. Kt. 5. Q.toK. B. third sq. 

fourth square. , 

fi. K. B. takes K. B. P. (>. K. toK. B. s(|. 

and checks. 

7. Q. to her second s((. 7. K. R. P. one square. 

S. K. B. takes K. Kt. 8. K. takes K. B.* 

q. K. Kt. to K. B. third .9. Q. B. to adv. K. Kt. 

square. ^ fourth s(juare. 

](). Q. to her square, t 10 . t^. Kt. to adv. Q. fourth 

scjuare. 

* This is not a good move, nor is the remainder of (he garnt* 
at ail well played. Black ought to play as follows.— Ej). 

liLACK. 

S. 8. Q. Kt. to adv. Q. fourth sq. 

If he move Q, to K. B. stpiuio. Black will take K, B. and 
afterwards win either K. Kl. or Q. R. If he move Q. to 
her square, Black will take K. Kt. with K. R.. iind on the 
removal of the White, K. B. will play Kl. to adversary’s 
Q. Kt, third square, winning Q. R.; thi refore— 

*.K Q, to her second square. 9. K. R. F. takes K. Kt. 

10, K. B, to Q. Kt. third s(j. 10. Q. Kt. to adv. K. B. tliird 

s(juure, and checks. 

11. K. Kt. P. takes Kt. 11. Q. takes F. 

1^2. K, R. to K. B, square. i'2. K. R. takes K. R. F. after¬ 

wards plays Q. B, to adversary's K. R, third square, and 
* certainly ought to win the game, 
t This is a very bad move, instead of it White ought to play 
the Queen’s Bishop to the King’s ihird square; or the Queen’s 
Bishop's Pawn one square.—Eo. 
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WHITK. 

i 1. Q. Kt. tf) Q. second 
square. 

V2. Q.B.P. one square. 

r 

13. Q. Kt. takes Q. Kt. 

14. K. Kt. P. takes Q. B. 
1.5. Q. takes Q. 

ll). K. R.to K. B. scjuare. 
17. Q. B. to Q. second 
square. 


BLACK. 


11. 

Q. R. to K. B. sq. 

12. 

Q. Kt. takes K. Kt. 


and checks. 

13. 

Q. B. takes Q. Kt. 

14. 

Q. takes K. Kt. P. 

1.5. 

Q. R. takes Q. 

16'. 

K. to K. R. second sq. 

17. 

K. R. to K. B. sq. * 


NlN^rn GAMFl 



vviMTi;. 

1. K. P. two squares. 

2. K. Kt. to its B. third 

square. 

3. K. B. to adv. Q. Kt. 

fourth square. 

4. K. B. takds Q. Kt. 


BLACK. 

1. Th.e same. 

2. Q. Kt. to Q. B. third 

square. 

.3. K. B. to Q. B. fourth 
square, (or A ) 

4. Q. P. takes K. B. 


* The Bliick will win the game, as the White must lose a Pawn 
at least: the White’s attack on the Bishop’s Pawn was premature, 
and transferred the attack to his adversary. 



WHITK. 


1^9 

BLACK. 

,5. K.. Kt. takes K. P. 5. Q. to i^dv. Q. fourth 

square, (or B.) 

(), K. Kt. to its fourth 6. Q. takes K. P. and 
square. checks^ 

If the White interpose liis Queen, or move his 
King, he will lose his King’s Knight; and if he play— 

7. Kt. to K. third square. 7. K. B. takes Kt. 

8. Q.P.takesK.B. (or C.) 8. Q. takes K.Kt. P. 

<)• R- to K. B. square. 9. Q. B. to adv. K. R. 

third square. 

10. Q. Kt. to Q. second 10. Q. R. to scjiiiiro. 

square. 

11. Q. to K. second sq. I ] . Q, takes K. R. P. and 

will win the game. 

{A.) 

3 . 3. Q. R. P. one s(|uare. 

4. K. B. takes Q. Kt. ’ 4. Q. P. takes K. B. 

K. Kt. takes K. P. 5. Q. to adv. Q. fourth 
square, gaining of course K. P. or Kt. &e. 

(/k) 

5. .5. K. B. takes K. B. P. 

and checks.' 

6. K. takes B. 6‘. Q. to £fdv. Q. fourth 

sq. and checks. 

7. Q. takes Kt. &c. 


7. K. to his square. 
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(C.) 

WHITE. BLACK. 

8. K.B. P. takes K. B. 8. Q. takes K. Kt. P. 

5). K.R. to K.B. square. i)> Q.B. to adv. K. Kt. 

fourth square. 

Has no better move than 

10. K.R.toK.B.second sq. 10. Q.takesR. and checks. 

11. K. takes Q. 11. Q. B. takes Q. &c. 


TENTH 




WHITE. 

1. K. P. two squares. 

2. K.B.P. two squares. 

3. K.Kt. to K.li.third sq. 

4. The same. 

5. K.B.P. takesK.P.* 


BLACK. 

1. Tlie same, 
y. Q. Kt. to Q. B. third 
square. 

3. K. B. to Q. B. fourth 

square. 

4. K, Kt. to K. B. third 

square. 

5. K.Kt. takes K. F. 


“ It would be belter to play the Queen’s Knight to the Queen’ 
Bishop’s third square,—En. 



WHITE. 

6. Q. P. two squares. 

7. K. Kt. takes Q. Kt. 

8. K. Kt. P. one square. 

(or A.) 

y. Q. to K. B. third sq.* 

J 0 . K. to K. B. s(iuare. 
11. P. takes P. 

I 

152. K. to K. Kt. square. 

13. K.B. to its square. 

14. K. takes K. Kt. 


BLACK. 

(). Q.Kt. takes Q, P. 

7. Q. to adv. K. R.fourth 

sf|. and checks. 

8. K. Kt. takes K. Kt. P. 

I 

y. K. Kt. takes K. R. 
and cheeks l)y discovery. 

10. Q. P. two s([nares. 

11. Q. B. to adv. K. R. 

tliird s(|. and cheeks. 

152. Q. to adv. K. s(|uarc, 
giving clicck. 

1:5. K. B. takes K. Kt. and 

checks. 

14. Q. B. takes K. Ji. and 
came in a few moves. 


will win the' 


(A.) 

S. K. to his second sq. 8. Q. to adv. K. B. second 

sq. and checks. 

y. K. to Q. third square. y. Q. takes K. Kt. and 

checks. 

10. K. to his second sq. 10. Q. takes K. B. and 

will easily win the game. 

In this hopeless situation, if the White shoulrl play his King's 
Kni'ght to his Bishop’s third square, the Black,ought to check with 
his Queen at the adversary’s King's fouith square, and then take 
the King’s Rook with his Knight, tftc. 
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ELEVENTH GAME. 


DEFENCE AGAINST CUNNINGHAM’s GAMBIT. * 


WHITE. 

1. K. P. two squares. 

2. K. B. P. two squares. 

3. K. Kt. to K. B. third 

square. 

4. K. B. to Q. B. fourth 

square. 

.5. K. Kt. P. interposes.t 

6. K- castles. 

7. K. to K. R. square. 

8. K. B. takes P. 

y. K. B. takes K. B. P. 

and checks. 

10, K. Kt. takes K. B. 


BLACK. 

1. The same. 

2. K. P. takes P. 

f 

3. K. B. to second 

square. 

4. K. B. to adv. K. R. 
fourth sq. and checks. 

.5. (jt ambit P. takes P. 

6. Gambit P. takes K. R. 

P. and checks. 

7. Q. P. two squares. 

8. K. Kt. to its third 

square. 

5). K. takes B. 

10. K. R. to K. B. sq. 


* This defence is copied from Stamma’s work on Chess. —Ed. 
t It would certainly bo better play to mote the King to his 
Bishop’s square ; but Cunningham directed the King’s Kui^t’s 
Pawn to be played, on the supposition that the White’s attack on 
the King’s Bishop’s Pawn was irresistible. 



WHITE. 
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11. Q. P. two squares. * 

12. Q. B. to adv. K. Kt. 

fourth square. 

13. Q. B. takes Q. 

14. Q. takes K. R. 

15. K. takes P. at his R. 


BLACK. 

11. K. to K. Kt. sq. 

12. K. Kt. takes K. P. 

13. K. R. takes K. R. and 

t 

checks. 

14. K. Kt, to adv. K. Kt. 

third s(|. and checks. 

15. K. Kt. takes Q. 


second square. 

16. K. to K. Kt. square. 16'. K.Kt. to adv. K. third 

square, and has*the best of the game. 


TWELFPIT GAME. 

ANOTHER METHOD OF DEFENDING CUNNINGHAM’.S 

GAMBIT.'I' 



WHITE. BLACK, 

1. K. P, two Squares. 1. The same. 

2. K.B. P. two squares. 2. K. P. takes P. 

’* If the White should push his Kind’s Pawn upon the King’s 
Knight, the Black ought to check with his Queen at ‘her fourth 
square : the White, to support hi-. King’^; Pawn, will l>e compelled 
to interpose his King’s Knight at its Bishop’s tliird sfpiate, and the 
Black will then be at liberty to move his King’s Knight, 

t Nearly the whole of this game is also taken from Stamma. 

Ei). 
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WUITK. 


BLACK. 


a. K. Kt. to it8 B. third 
square. 

4. K. B. toQ. B. fourth 
square. 

.5. K. Kt. P. oue sq. 

0. K. castles. 

7. K. to K. B. s(juare. 

8. K. B. takes P. 

y. K. B. to Q. Kt. third 
square. 

10. Q. to K. second sq. 

11. K. B. takes K. B. P. 
and checks. 

12. Q. takes Gambit P. at 

K. R. second sq. 

1.3. K. to K. Kt. second 
square. 

14. Q. takes K. B. 

13. K. Kt. takes Q. 

16'. K. takes K, Kt. 


3. K. B. to K. second sq. 

4. K. B. to adv. K. R. 
fourth sq. and checks. 

5. Gambit P. takes P. 

6. Gambit P. takes K. R. 

P. and checks. 

7. Q. P. two squares. 

8. K. Kt. to K. B. third 

square. 

y. K. Kt. takes K. P. 

10. The same. 

11. K. to K. B. square. 

12. K. Kt. to adv. K. Kt. 

third sq. and checks. 

13. K. Kt. takes K. R. 

14. Q. takes Q. 

15. K. takes K. B. 

16. Q. B. to adv. K. R. 


third sq. and checks. 

17. K. to K. B. second sq. 17. Q. Kt. to Q. B. third 

square, &c. 

The Black will win the game, having the advantage 
of a Rook and a Pawn for a Knight; with a very good 
situation. • 








THIRTEENTH GAME. 


DEFENCE AGAINST THE KIN(i’s GAAIBIT. 


WHITE. 

f 

1. K,P. two squares. 
K.B.R two squares. 

3. K. Kt. to K.B. third 

sf|uai'c. 

4. K. B. toQ.B. fourth 

squiire. 

. 5 . K. Kt. to adv. K. 

fourth square. 

(>. K, to his B. square. 

7. K. Kt. takes K. B. P. 

8. K. takes Gambit P. 

* 

> 

y. K. Kt. takes K. R. 

10. K, to his B. second sq. 


BLACK, 

1. The same. 

‘i. K. P. takes P. 

3. K. Kt. P. two squares. 

4. K. Kt. P. one square. . 

Q. to adv. K. R. fourth 
s(|. and checks. 

(). Gambit P. one s(j. to 
adv. K. B. third s(|.* 

7. (iainbit ]*. takes K 

• 

Kt. P. and checks. 

8. Q. Kt. to Q. B. third 

s quart'. 

y. Q. to adv. K. II. third 
sq.and checks. 

10. K. Ji. to Q. B. fourth 
sq. and checks. 


• It is very doubtful whether this be as good a move as the 
King’s Knight to the King’s Rook’s third square ; this defenre has 
not yet been analyzed with the attention it deserve.s.— Ed. 



WHITE. 


f 


BLACK. 



11. K. to his square. 

12. K. to his second sq. 

1 3. K. to Q. third sq. 

14. K. to his second sq. 

15. K. to his B. square. 
1 1). K. to his second' sq. 
17. K. to his square. 


11. Q. to adV. K. R. fourth 

square, and checks. 

12. Q.to adv. K.B. second 

sq. and checks. 

13. Q. to adv. Q. fourth 

sq. and checks. 

14. Q. takes K. P. and 

checks. 

15. Q. takes K. R. and 

checks. 

16’. Q. to adv. K.B. third 
sq. and checks. 

17. Q.to adv.K. B. second 
sq. and checkmates. 


FOURTEENTH GAME. 

AiNOTHKR METHOD OF DEFENDING THE KlNO’s GAMBIT- 


WHITE. 

1. K. P. two squares, 
a. K- B. P- t\^o squares. 

3. K. R. P. two squares. 

4. K. Kt. to K. B. third 


BLACK. 

1. The same. 

< 

2. K. P. takes P. 

3. K. B. to K. second sq. 

4. QtP. one square. 


square. 
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WHITE. 

5. Q. P. two square. 

6’. Q. B. takes Gambit P. 

7. K. Kt. P. one square. 

(or A.) 

8. Q. B. takes K. B. 

Q> B. takes Q. 

10. K. takes Q. B. 


BLACK. 

5. Q. B. to adv. K. Kt. 

fourth S(|uare. 

(). K. B. takes K. R. P. 
and checks. 

7. K. B. to K. Kt. fourth 
square. 

<S. y. B. takes K. Kt. 
.9. The same. 


10. The same, &c. The 
Black having totally destroyed the attack of the ■ 
White, and having seven Pawns to six, with a 
very good situation, ought unquestionably to 
win the game 


(/I.) 


7. K. R. takes K. 13. 
S. Q. takes Q. B. 


7- Q. B. takes K. Kt. 

S. Q. takes K. R. and 
must win the irame. 


FIITEENTfJ GAME. 


ANOTHER METHOD OF DEFENDfNO THE KTNo's GAMBIT. 

) 



WHITE. BLACK. 

1. K. P. two squares. 1. The same. 

2. K. B. P. two squares. 2. K. P. takes P. 
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WHITE. 

3. K. Kt. to K.B. third sq. 

4. K. B. to Q. B. fourth 

square. 

5. K. R. P. two squares. 

6. K.K.P. takes K Kt.P. 

7. K. R. takes K. R. 

8. Q. P. two sq. (or A.) 

9. K. Kt. to adv. K. 

fourth S(juarc. 

10. Q. to adv. K. R. fourth 

square. 

11. Q. P. takes Q. P. 

12. Q. P. to adv. K. third 

square. 

13. Q. P. takes K. B. P. 

and checks. 

14. Q. to K.B. third sq. 

15. Q. to Q. R. third sq 

and checks. 

16\ Q.B. to Q. second sq 
17. Q.B.to Q. Kt. fourth 

square. 


BLACK. 

3. K. Kt. P. two sq. 

4. K. B.to its Kt. second 

square. 

5. K. R. P. one square. 
6- K. R. P. takes K. R. P. 

7. K. B. takes K. R. 

8. Q. P. one square. 

9- Q. P. takes Kt. 

10. Q. to K. B. third sq 

11. Q. to K. Kt. second 

square. 

12. K. Kt. to its B. third 

square. 

13. K. to his B. square. 

14. Q.Kt.toitsB.third s(j. 

15. Q. Kt. to K. second 

square. 

16. K.Kt. takes K. P. 

17. Q. to K. fourth sq. 
and the Black will easily 
win the game. 


8. K. ^t.toK. R. second 8. Q. to K. second sq. 

square. 

9. Q. P. one square. 9. Q. B. P. one square. 



ULACK. 



WHITE. 

1 0, Q. to adv. K. R. fourth 

square. 

11. K. Kt. toK.B. third sq. 


]0. K.B . to K. Kt. secojid 
square. 

IL K. li. to K. R. third 


sq. and the Black has a very good game. 


SIXTEENTH GAME. 


WHITE. 

1. K, P. two s((uares. 

2 . K.B. P. two squares. 

3. K. Kt. to K. B. third 

square. 

4. K. B. to Q. B. fourth 

square. 

6. K. R. P. two squares. 
6'. Q, P. two squares. 


nLACK. 

1. The same. 

2. K. P. takes P. 

K. Kt. P. two squares. 

4. K, it- to K. Kt. second 

square. * 

5, K. R. P. one square. 

(), Q. P. one s([uare. 


* It is difficult to decide wlicflici' this move l»c better than 
playing' the Kinj^'s Knight^s Pawn to the jidvrrsary’s King's 
Knight's fourth square. The well-known anrl justly-cfclebrated 
ItaliaA players, Lionardo, Salvio, and Cajikkra, preferred 
the latter move; but PHiurK)R, Cozio, and th*; anonymous 
Modenese, recommended the )ormer% The aiitlior of this ireatise 
acknowledges that his opinion coincides with that of Lionardo 
and Salvio. 


P 



BLACK 
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WIIITK. 


7. Q. B. P. one square. 

8. Q. to K. second sq. 

9. K. Kt. P. one square 


7. The same. 

8. The same. 

9. K. Kt. P. to adv. K. 


Kt. fourth square. 

10. K. Kt. to its sq. or to 10. Gambit P. to adv. K. 
its R. second sq. B. third sq. &c. 

It is obvious that the Black has a remarkably fine 
game ; he has a Pawn more than his adversary, and a 
much better situation. This is the consequence of his 
‘having played his Queen to her King’s second square; 
instead of this move, Pliiltdor directs tlie Black to play 
his Queen’s Bishop to the adversary’s King’s Knight’s 
fourth square, which appears to be an exceptionable 
move, as it enables the White to play his King’s 
Knight’s l*awn, and disunite his adversary’s Pawns, the 
Black not being able to move his King’s Knight’s Pawn, 
in conserjuaice of the situation of his Queens Bishop. 


SEVENTEENTH GAME. 


WHITE. BX.ACK. 

1. K. P. two squares. 1. The same. 

2. K. B. P. two squares. 2. K. P. takes P. 

3. K.Kt.to K.B. third sq. 3. K. Kt. P. two squares. 



WHITK. 
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RI.ACK. 

4. K. B. to Q. B. fourth 4. K. Kt. R one sq. 

square. 

5. K. Kt. to adv. K. 5. Q. to adv. K. R. Fourth 

fourth square.* s(j. and clieeks. 

6‘. K. to K. 13. square. G. K. Kt. to K. H. third 

square. 

7. Q. P. two squares. 7. Q. P. one square. 

H. K. Kt. to Q. third sq. 8. Gambit P. to adv. K- 

33. tlnrd square. 

9. K.Kt.P.takesP.(or/l.) .9. K. Kt. P. takes K.- 

• Kt P. 

10. Q. takes K. Kt. P. 10. Q. 13. to adv. K. R. 
third square, giving cheek, and wins the Q.; 
because the White can move his King only to 
his second S(ju(we, or to his Knight's square ; if 
he move to the fonnct\ the Queen’s Bishop 
played to the adversary’s King’s Knight’s fourth 
square, wins the Queen ; and if he move to the 
latter, the King’s Rook, by checking at its 
Knight’s square, will compel the White Queen 
to interpose, &c, 

4 

* With an inferior player the Wlilte may ca.stlu, an*l sacrifice 

lii& King’s Knight. The game then becomes extremely critical, but 

against a skilful opponent the White’s attack is certainly premature. 

_ • 

Ti^e sacrifice of the King’s Knight forms what is now called the 

Muzio Gambit, it is the most attacking and instructive of all the 

Gambits.— Ed. 



e 


c2i^ 

I 

(A.) 

WHITE. BLACK. 

9 . K. Kt. P. one square. 9. Q- to K. second sq. 

10. K. to K.B. second sq.* 10. K.B. to K. Kt. second 

square. 

11. Q. B. P. one square. 11. Q. Kt. to Q. B. third 

square. 

1*2. Q. B. to K.B. fourth l!2. Q.'B. to Q. secoiul 
square. square. 

13. Q. to her second s([. ID. Iv. Kt. to its squar<;. 

14. K. R. to K. s([uare. 14. Q.Kt. toQ. R. fourth 

s(|uare. 

i.5. Q. Kt. to Q. R. third 15. Q. Kt. takes K. B. 
square. 

1(). Q. Kt. takes Q.Kt. 16. K. Castles. 

17. Q. R. P. two squares. 17. K. R. P. two squares. 

18 . Q. Kt. P. two squares. IH. K. R. P. one square. 

19. K. R. to its square. I9. K. Kt. to K.B. third 

sqiiare. 

20. Can not retrieve his game. 

* White ought, instead of this move, to play the Queen's 
Kuvghl to t\\e Queen’s Bishop’s third square, and afterwards the 
King’s Rook’s Pawn one square.— Ed, 
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ElGIiTEENTll GAME. 


WHITE. 

1 . K. P. two squares. 

2 . K. B. P. two squares. 
K. Kt. to K. B. third 

square. 

4 . K. B. to Q. B. fourth 

square. 

K. B. takes K. B. P. 
and checks. 

6. K. Kt.toadv.lv. fourth 

square, and elieeks. 

7 . Q. takes K. Kt. P. 

5. Q.to adV. K. R.fourth 

square, and checks. 
. 9 - K. Kt. to adv. K. B. 
second s(|uare. 

10 . Q. to adv. K. fourth 

sq. and cheeks. 

11. Q. takes K. R. 

12 . Q. P. one square. 


BLACK. 

1 . The same. 

2 . K. P. takes P. 

3 . K. Kt. P. two s(|. 

4 . K. Kt. P. one s(|. 

t 

5 . K. takes K. B. 

(). K. to his square. ‘ * 

7. Q. to K. H. third S(|. 

8 . K. to his second s{(. 

9 . Q- takes K. Kt. 

10 . Q. interposes at K. 

third square. 

1 1. K. Kt. to K. J1 third 


.s(|uar<'. 

12 . Q. Kt. to Q. B. third 

S<|UH1T“, &(;. 

The Black has much the best of thcf^aine; it will 
be difficult for the White ty jwevent the lllack from 
moving his King to his second scpiare, and then his 
King’s Bishop to his Knight’s second square, &c. 
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NINETEENTH GAME. 


WHITE, 

1. K.P. two MtjlKirCS. 

2. K.B.P. two squares. 

3. K. Kt. to K. li. .third 

square. 

4. K. B. to Q. B. fourth 

scjuarc. 

3. K. Kt. to adv. K. 

fourth s(juare. 

()‘. K. to his B. square. 

7. K. Kt. takes K. B. P. ‘ 

8. K. Kt. takes K. R. 
y. Q. to K. second sq. 


BLACK. 

1. Tlie same. 

2. K. P. takes P. 

3. K*. Kt. P. two squares. 

4. K. Kt. P. one square. 

.5. Q. to adv. K. R. 

fourth sq. and checks. 
(). K. Kt. to K. B. third 
scjjuare. 

7. Q. P. two squares. 

8. Q. P. takes K. B. 

y. Q. B. to K. third sq. 


10. Q. P. one square, 
n. Q.to K. B. second sq. 

I 

12. K. takes Q.* 


10 . K. Kt: to K. R. fourth 

square. 

11 . Q. takes Q. and 

checks. 

« 

12. K. B. to K. Kt. second 
si|. and will win the game. 


I 
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VARIATION, 

BEGINNING AT THE SEVENTH MOVE OF THE WHITE. 


WHITE, 

BLA^K. 

] . K. P. txvo squares. 

1 . The same. 

2. K. B. P. two squares. 

2 . K. P. takes P. 

3. K. Kt. to K. B. third 

4. K. At. P. two sq. 

square. 

4. K. B. to Q. B. fourth 

4. A. At. P. one square. 

square. 

• 

.3. K. At. to adv. K. 

.3. Q. to adv. /v. R.fourth 

fourth square. 

sq. aud checks. 

(). K. to K. B. square. 

(). K. At. to A. It. third 

• • 

squaix. 

1. K. B. takes K. B. V. 

7. K. to Q. square. * 

and checks. 

•S. K. Ji. to Q. Kt. third 

S. K. Kt. to K. B. Fourth 

.sqiiare.'f' 

• square. 

.9. K. Kt. to adv. K. B. 

.9. K. to his Square. 

second sq. and checks. 

10. K. Kt. takes K. II. 

10. K. Kt. to adv. K. Kt. 

• 

third S(|. and cheeks. 

11 . K. to K. Kt, sq.;{l 

11. K. B. to Q. B. Fourth 
s(j. and checks. 

would be better to move 

• 

the King to his second square. 

Ed. 

t He ought rather to move it to the Queen’s Bishop’s fourth 

square. — Ed. 

1 If he take the King’s Knight, he will equally lose his Queen, 


i 
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I 

f 

WHITE. BLACK 

12 . Q. P. two squares. 12. K. B. takes Q. P. 

and checks. 

13. Q. takes K. H. 13. K. Kt. to adv. K. 

second square, giving check, and wins Q. &c. 


'rWEN'l’lE'I’ll GAME. 


W'llJK. RLAfK. 

1 . K. P. two scjuai'cs. 1 . The .same. 

2 . K. Ji.l*. tw'o s(juarcs. 2. K. P. takers P. 

3. K. Kt. to K.B. third 3. K. Kt. P. two squares. 

s(|uarc. 

4. K. B. to Q.B. fourtli 4. K. Kt. P. one square. 

square. 

5. K. Kt. to adv. K. ,5. K. Kt. to K.R. third 

fourth square. square. 

6 . K.Kt. takes K.Kt.P. 6'. Q. to adv. K.R. fourth 

sq. and checks. 

7. K. Kt. to K. B. second 7. Q. P. two squares. 

square. • 

, 8. If the White take the Pawn with the King’s Bishop, 
the Black wins the Queen by playing the Queen’s 
Bishop to adversary’s King’s Knight fourth square; 
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t 

and if, instead of taking; the Queen’s Pawn with the 
King’s Bishop, the B hire should tak(> it with tin; 
King’s Pawn, the Plaek will ; l.iy the (hmiliii Pawn to 
adversary's King’s Bishoj/s third s<|nare. eh’l)-; 
the .White to remove or support his Kiu”',. 1; , j; . 

the Black then takes the king’s Knigl.t's i’ann uuh 
liis Gambit Pawn, and has obviously tlic best of the 
game. * 






TWENTY-FIRST CAME. 


WHITK. 

J. K. P. two srpiares. 

2. K. B. P. two s(|uares, 

3. K.Kt. to K.B.third sq. 

4. K. R. P. two scpiares. 

5. K. Kt. to adv. K. 

fourth s(|uare. 


m.ACK. 

1 . The same. 

2 . K. P. take.s P. 

.‘h Iv.Kt.l*. two sipiares. 

4. K. Kt. P. one hfpiare. 

5. Q. to K. second s(j. 


* If the White retire liis I5ihlu)|) to the Qm en’s Knii^lit’s liiird 
square, the Black must take the King’s Knight’s I’awn, svitli his 
flamlBit I’awn, and then the King’s Rook’s Pawn with his Queen ; 
hut if the Wliite, instead of retiring his Bislioj) to tlie Queen’s 
Knight’s third square, were to mqve it to its own square, the 
Black must check with his Queen on the King’s second square, &c. 





WHlTt. 


BLACK. 


6. K. Kt. takes K. Kt. P. 

7. K. Kt. to K. B. second 

square. 

8 . Q.to adV. K. R. fourth 

sq. and checks. 

9- Q. to adv. K. B. fourth 
square. 

10 . Q. takes Gambit P. 


6 . K. B. P. two squares. 

7. K. B. P. takes K. P. 

8 . K. to Q. scjuare. 

9. K. Kt. to K. B. third 

square. ' 

10 . Q. P. two s(|. and has 

a very good game. * 


VARIATION, 

BF.(;iNNING Ar Tllli SIXTH MOVE OF THE WHITE. 


j. K.P. two squarci. 

‘2. K.B. P. two squares. 

3. K. Kt. to K. B. third 

square. 

4. K. R. P. two squares. 

5. K. Kl. to adv. K. fourth 

square. 

6. Q. P. twrf^quares. 

7 . Q. B. takes Gambit P. 

8 . Q. B. to adv. K. Kt. 

fourth square. 


1 . 7'he same. 

2. K. P. takes P. 

3. K. Kt. P. two squares. 

4. K. Kt. P. one square. 

5. Q, to K. second sq. 

6. K. B. P. two squares. 

7 . Q. P| one square. 

8 . K. Kt. to K. B. third 

square. 


^ The White h^s no attack; his pieces are confined and he can 
not move even his Queen’s Pawn; his best move is to play his 
King’s Bishop to the King’s second square. 
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BLACK. 

9 . Q. K.t. to Q. B. third 9* Q- B. P. one square, 
square. 

10. Q. B. takes K. Kt. 10. Q. takes Q. B. 
j 1. K. Kt. to Q. B. fourth ^11. Q- Kt. P. two sq. 
square. 

12. K. Kt. to K. third sq. 12. K. R. P. two sq. &c. 


rwENTY-SP^COND GAME. 


WHITE. 

1. K. P. two squares. 

2. K. B. P. two squares. 
J. K. B. to Q. B. t'ourtli 

square. 

4. K. P. takes P. (or A.) 

5. K. to K. B. square. 

6. K. B. takes K. Kt. 


lU.ACK. 

1. The same. 

2. K. P. takes P. 

;i. K. B. P. two squares. 

♦ 

4. Q. to adv. K. R,. fourth 
sq. and checks. 

.5. Gambit P. one sq.; to 
adv. K. B. third sq. 

6. Gambit P. takes K. 

Kt. P. and checks. 

7. K.R. takes K. B.and 
has a much superior game. 


7. K..takes Gambit P. 
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(A.) 


WHITE. 

4. K. B. takes K. Kt. 


5. K. to K. B. square. 

G. K. Kt. to K. B. third 
square. 


4. Q. toudv. K. R. fourth 

sq. and checks, 

5. K. R. takes K. B. 

6'. Q. to K. B. third 
stjuare, &c. 


'[’WENTY-THIRD GAME. 


WHITE. 

1. K.P. two squares. 

2. K. B. P. two squares. 

3. K. B. to Q. B. fourth 

Square. 

4. K. to K. B. square. 

5. Q. P. two squares. 

6. K. Kt. to.K.B. third 

square. 

7. K. R. P. two squares. 


BLACK. 

1. The same. 

2. K. P. takes P. 

3. Q. to adv.K. R. fourth 

sq. and checks. 

4. Q. P. one square. . 

5. K. Kt. P. two sq. 

6'. Q. to K. R. fourth 
square. 

7. K. B. to K. R. third 


square. 



WHITE. 


8. K. to K. Kt. square. 

9. K. Kt. to K. square. 

10. Q. Kt. to Q. B. third , 

square. 

11. Q. Kt. to K. second 

square. 

12. Q. Kt. to K. Kt. third 

« 

square. 

1.‘3. Q. B, takes K. 15. 

14. K. Kt. P. takes Gambit 

P. 

1.5. K. to K. Kt. second 
square. 

The Black has the attj 


BLACK. 

8 K.Kt.P. one square. 

9. K, Kt. to K. second 

square. 

10. K.R. to K^. Kt. sq. 

11. Gambit P. one scj. 

12. Q. to K. Kt. third sq. 

1 .‘3. Q. takes Q. B. 

14. Ci. to adv. K. third 
sq. and checks. 

1.5. K. Kt. to its third 

• • 

.square, &c. 

•k, and a good game. 


VARIATION, 


BEGINNING AT THK T1UKTEF;NTU 


,Mr)VE OF THE WIIITF.. 


1. K. P. two squares. 

2. K.B.P. txoo squares. 

3. K. B. to Q. *B. fourth 

square. 

4. K. to K. B. square. 

5. fl. P. two squares. 

6. K. Kt. to K. B. third 

square. 

7. K.R. P. two squares. 


1. The same. 

2. K. P. takes P. 

3. Q. to adv. K. R. fourth 

sq. and checks. 

4. Q. P. one square. 

,5. K.Kt. P.two'sq. 

0. Q. to ‘ K. R. fourth 
square. 

7. K. B. to K. IL third 
square. 



BLACK. 


WHITE. 

8. K. to K. Kt. square. 

9. K. Kt. to K, square. 

10. Q. Kt. to Q. B. third 

square. 

11. Q. Kt. to K. second 

.'square. 

I'2. Q. Kt. to K. Kt. third 
square. 

13. K. 11. P. one squiiro. 

14. K. Kt. P. takes Gambit 

P. 

1.'). K.to K. B. .second sq. 
■l5. Q. R. takes K. B. 

17. Q. B. P. one .square. 

liS. K. Kt. takc.s P. at its 
B. third square, 
iq. Q. Kt. to K. second 
square. 


8. A. Kt. P. one square. 

9. K. Kt. to K. second 

square. 

10. K.R. to K. Kt. sq. 

11 . Gambit P. one sq. 

12. Q.to K. Kt. third sq. 

13. Q. to K. B. third sq. 

14. X. Kt. P. takes K. 

Kt. P. 

15. K. B. takes Q. B. 

If). Q. B. to adv. K. Kt. 

fourth square. 

17. Q. to adv. K. B. fourth 
square. 

IS. Q. B. to K. third stj. 


iq. Q. takes K. P. &c. * 


* Tlie Black lias a Pawu more tliun his adversarv. and abetter 

^ * 

arame. 
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TWENTY-FOURTH GAME. 

DEFKNCK OF THE QUEEN’s GAMBIT. 


WHITE. BLACK. 

1. Q. P. two squares. I. Tbe flame. 

2. Q. It. P. two sijuares. 2. Q.P. takes P. 

3. K. P. two squares. 3. The same. 

4. Q. P. takes P. (or A.) 4. takes Q. 

.5. K, takes Q. 5. Q. Ji. to K. third sij. 

6. Q.Kt. toQ. second s(j. (>. Q. Kt. P. two sq. 

7. Q. R. P. two squares. 7. Q. B. P. one sijuare. • 

8. Q.R.P. takesQ Kt.P. H. Q. B. P. takes Q. R. P. 

y. Q. Kt. P. one square. y. Q. R. P. tw'o squares. 

10. Q. Kt. P. takes Q.P. 10. Q. B. P. toad v. Q.Kt. 

at adv. Q. B. fourth stj. fourth square. 

The Black has at leas't as good a game as the 
W'hite, in con.se<|uenee of his two passed Pawns. 

(A.) 

4. Q. P. one square. 4. K.B.P. two squares. 

5. Q. Kt. to Q. B. third 5. K. Kt. to K. B. third 

square. square. 

6. K. B. P. one square. 6. K. B. to Q. B*. fourth 

square. 

7. Q. B. to adv. K. Kt. 7. K. castles, &c. 

fourth square. 

The game is perfectly equal. 
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TWENTY-FIFTH GAME. 

ANOTHKH METHOD OF DEFENDING THE QUEEN’s GAMBIT. 


« 


WHITE. 

1. Q.P. two squares. 

2. Q.B.P. two s(|narcs. 

3. K. P. one square. 

4. Q. to Q. R. fourth s({. 

and check.s. 

5 . Q. P. takes K.P. 

‘ 6‘. Q. to Q. 13. second sq. 
7. Q. R. P. two squares. 

S. Q.R.P. takes Q.Kt.P. 


BLACK. 

J. The same. 

2. Q.. P. takes P. 

3. K. P. two squares. 

4. Q.ll.IJ. one square. 

5. Q. Kt. P. two sq. 

6. Q. R. P. one sejuare. 

7. Q. B. to Q. Kt. second 

s(|uare. 

S. Q.B.P.tabes Q. R. P. 

&e. 


'^riie Black’s game is well opened. 


TWENTY-SIXTH GAME. 


wim*E. 

1. Q.P.two squares. 

2. Q.B.P. two squares. 

3. K.P. one square. 


BLACK. 

1. The same. 

2. Q. P. takes P. 

3. The same. 
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WHITE. 

4. K. B. takes Gambit P. 

5. K. P. one square. 

<). K. P. one square. 

7. Q.11.P. two squares. 

. J 

8. K. Kt. to K. second 

square. 

9. Q. Kt. to Q. B. third 

square. 

10. K. castles. 

11. K. B. to Q. R. second 


BLACK. 

4. K. B. to Q. third sq. 

5. Q.B.P. one square. 

(). K,B. to Q. B. second 

square^ 

7. K. Kt. to K. second 

square. 

8. K. castles. 

I 

9- Q. Kt. to Q. second 
.square. 

10. Q Kt. to its third sq. 


11. Q. Kt. to Q. fourth 
square. sfiuare, &c. 

Tlie Black has a good game. 



METHOD 


OF 


GIVING CHECKMATE WITIf A ROOK. 

4 



SITUATION. 


WHITE, 

« 

K. at adv. K. R. si|. 

Q. R. at Q. Kt. s(|uaro. 

1. R. to Q. Kt. fourth 
square. 

R. to K. Kt. fourth 
square. 

3. K.toadv.K.Kt. second. 

square. 

4. K. to adv. K. Kt. or 

K.B. third square. 

5 . K. to adv. K. B. fourth 

square. 

6'. R. to K. D. fourth sq. 

t f 

7. R- to K. tburth sqiiare. 

« 

8. K. to adv. K. fourth sq. 

9. K. to adv. Q. fourth 

square. 


, BLACK. 

K. at adv. Q. third sq. 

1. K. to adv. Q. B. third 

square. 

2. K. to adv. Q. third 

square. 

3. K. to adv. K. third 

s(juare. 

4. K. to adv. K. B. third 

square. 

5. K. to adv. K. third 

4 

square. 

6. K. to adv. Q. third sq. 

7. K. to adv. Q. B. third 

square. * ‘ 

8. K.to adv. Q. third sq. 

9. K. to adv. Q.B. third 

square. 
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WHITE. 

10. R. to Q. fourth sq. 

11. R, to Q. B. fourth sq. 

12. K. to Q. fourth square. 

13. K. to Q. third square. 

14. K. to Q. second sq. 

15. R. to K. fourth'sq. 

16'. K. to Q. B. second 8(|. 

17. R. to its fourth square, 


BLACK. 

10. K. to adv. Q. Kt. third 

square. 

11. K. to adv. Q. R. third 

square. 

12. K. to adv.*Q. Kt. third 

square. 

13. K.toadv.Q.Kt.second 

s(| iiare. 

14. K. to adv. Q. Kt. third 

square. 

15. K. to adv. Q. R. third 

square. 

J(^. K. to adv. Q. R. 

second square, 
giving checkmate. 


METHOD OF GIVING CHECKMATE WITH A ROOK, 

ON A PARTICULAR SQUARE. 

SECOND SITUATION. 


» WH1T£. BLACK. 

K. at K.B. third sq. K.at adv. K. square. 
K. R. at its second sq. • 

The Black King must be checkmated on his own 

s(juare. 
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WHITE. 

1. R. to K. B. second sq. 

2. R. to K. second sq. 

3. K. to hts third square. 

4. K. to Q. third square. 

5. R. to Q. second sq. 

6'. R. to Q. B. second sq. 

7. K. to Q. second ’sq. 

8. K. to Q. B. third sq. 
y. R. to Q.B. sq. giving 

check. 

10. R. to Q. square. 

11. R. to Q. Kt. square. 

12. K. to Q. B. second sq. 

13. R. to Q. Kt. second 

square. 

14. R. to Q. Kt. third sq. 

15. K. to Q. B. tliird sq. 

If). K. to Q.B. fourth sq. 

17. R. to Q. Kt. fourth 

square. 

18. R.to adv.Q.Kt.fourth 

square. 

19. K. to adv. Q. B. fourth 

square. 

20. K. to adv. Q. B. third 

square. 


BJ.ACK. 

1. K. to adv. Q. square. 

2. K. to adv. Q. B. sq. 

3. K. to adv. Q. square. 

4. K. to adv. Q. B. sq. 

5. K. to adv. Q. Kt. sq. 

^ * 

6. K. to adv. Q. R. sq. 

7. K. to adv. Q. Kt. sq. 

8. K. to adv. Q. R. sq. 

9. K. to adv. Q. R. 

second square. 

10. K. to adv. Q. R. third 

s(juare. 

11. K. to adv. Q, R, 

second scjuare. 

12. K. to adv. Q.R. third 

square. 

13. K. to adv. Q. R. fourth 

square. 

14. K. to Q. R. fourth sq. 

15. K. to adv.Q.R.fourth 

square. 

16’. K. to Q. R. fourth sq- 

17. K. to Q. R. third sq. 

18. K. to Q. R. second sq. 

I 

19. K. to Q. R. third sq. 

* 

20. K. to Q. R. second sq. 



229 


WHITE. 

21. R. to adv. Q. R. fourth 

sq. and checks. 

22. R. to Q. R. fourth sq. 

23. R. to Q. Kt. fourth sq. 

24. K. to adv. Q. third 

square. 

25. R. to adv. Q.Kt. fourth 

square. 

26. R.toadv.Q.B. fourth 

square. 

27. K. to adv. K. third sq. 

28. R. to adv. K. Kt. 


BLACK. 

21. K. to Q. Kt. square. 

22. K . to Q.B. square. 

23. K. to Q. square. 

24. K. to Q. B. square. 

(or A.) 

25. K. to Q. square. 

26'. K. to his own square. 

27. K. to his B. sqiiarc. 

28. K. to his own square. 


fourth square. 

29. R. to adv. K. Kt. sijuare, giving checkmate. 


{A.) 

24 . 24. K. to his square. 

25. K. to adv. K. third sq. -25. K. to Q. square. 

26. R. to Q. B. fourth sq. 26. K. to his own scj. 
27- R. gives checkmate. 



THIRD SITUATION. 

KT. at adv. K. B. third K. at K. R. fourth sq. 
square. 

Q. R. at adv. Q. B. second square. 
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WHITE. BLACK. 

Ill similar situations, an nnskilfili player is fre¬ 
quently puzzled how to give checkmate, it is however 
very easily effected in the Ibllowing manner; 

1. R. to B. fourth sq. 1. K. is compelled to go 

to his R. third square. 

i 

2. R. to K. R. fourth square, giving checkmate. 


METHOD OF -GIVING CHECKMATK WITH BOTH 

‘ BISHOPS. 



SITUATION OF THF. PIF-CE.S. 

WHITE. . BLACK. 

K. at adv. Q. B. fourth sq. K. at adv. K. fourth sq. 
K. B. at Q. Kt. third sq. 

Q, B. at adv. Q. Kt. sq. 


1. K. B. to adv. Q. fourth . 1. K. to adv. K. third sq. 

sq. and checks. 

2. Q^B.toadv.K.fourthsq. 2. K. to adv. 0. third sq. 

3. Q. B. to Q. fourth sq. 3. K.toadv.QlB. second 

square. 

4. K. to Q. B. fourth sq. 4. K. to adv. Q. second 

square. 



WHITE. 
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BLACK. 

5. K. B. to third sq. 5. K. to adv.. K. square 

6. K. to Q. third Square. 6. K. to adv. K. B. sq. 

7. Q. B. to K. third sq. 7- K. to adv. K. square 

8. K.B . toK. Kt. second 8. K. to adv, Q. square. 

square. • 

9. Q. B. to K. B. second ■ 9- K. to adv. Q. B. sq. 

square. 

10. K, to Q. B. third sq. 

11. K. B. to its third sq. 

and checks. 

Q. B. to K. third sq. 
and checks. 

13. K. to Q. Kt. third sq. 

14. K. to Q. R. third sq. 

(or A.) 

15. K.B.to K. fourth sq. 

giving check. 

16. Q. B. to Q. fourth stjuare, giving checkmate. 

k 

(A) 

14. Q. B. to K.B. fourth 14. K. to adv. Q. Kt. sq 

square. 

15. K.B. to K. fourth sq. 15. K. to adv. Q. R. sq. 

and, checks. 

• 

16! Q. B. to adv. K. fourth s(]uarc, giving checkmate. 


10. K. to adv. Q. square. 

11. K. to adv. Q. B. sq. 

4 ^ 

lf2. K. to adv. Q. Kt. s((. 

13. K. tg;,adv. Q. R. sq. 

14. " K. to adv. Q. Kt. sq. 

15. K. to adv. Q. R. sq. 
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METHOD OF GIVING CHECKMATE WITH A 

KNIGHT AND BISHOP. 

r 



SITUATION OF THE PIECES. 


WHITE. 

K.atadv. Q.B. third sq. 
Q.B. at its square. 

Q^.Kt. at adv. Q. fourth sq. 


.w. 


BLACK. 


K. at Q.R. square. 




1. Q. B. to fourth 

* \ 

square, 

2. Kt. to udv. Q. Kt. 

third square. 

3. B. to adv. Q. Kt. sq.' 

4. Kt. to adv. Q. fourth 

stKQare. 

5. Kt. to its fourth sq. 

giving check. 

6. K.to adv.Q.B.fourth 

square. 

7. K. to Q. B. fourth sq. 

8. B.tjoadv.Q. B. second 

sq. and diecks. 

9. B. to adv. Q. Kt. third 

square. 


1. K. to Q. R. second 

square. 

2. K. to Q. R. third sq. 

.‘3. K. to Q. R. fourth sq. 

4. K. to K. R. third sq. 

(or yl.) 

5. K. to Q. R. fourth sq. 

6. K. to adv.Q.R. fourth 

square.’ 

7. K. to Q. R. fourth sq. 

8. K. to advtQn R. fourth 

square. * 

9. K. to adv. Q. R. third 

square. . ^ 
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WHITE. 

10. Kt. to Q. third sq. 


BLACK. 

10. K.'to tidV. Q. R. fourth 
sijuare. 

11. Kt. to its second sq. 11. K. to adv. Q. R. third 


giving check. 

12. K. to Q. B. third sq. 


S({iiare| 

12. K. to adv.Q. R.second 
square. 

13. K. to Q.B. second sq. 13. K. to adv. Q. R. third 


V 


square 


14. B. to adv. Q. B. fourth 14. K.toadv.Q. R.secoiul 

sc[. and checks. square. 

15. B. to Q. Kt. fourth sq. 15. K. to adv. Q. R. sq. 

16'. Kt. to Q. third square. 16. K. to adv. Q.R. second 






17. Kt.toQ.B.square,and 17. K. to adv. Q. R. sq. 

checks. 

18. B. to its third square, giving checkmate. 


(A.) 

f 

4. .... . 

. -f 

t 

5. B. to adv. K. fourth 

square. 

6. Kt. to K. third sq. 

7. K. to adv. Q. Kt. third 

square. 

8. 0. B. to its third sq. 


4. K. to adv. Q. R. fourth 

sijuare. 

5. k: to adv. Q.Kt. third 

square. 

6. K.to ad v.Q.Kt. fourth 

square. 

7. K. to adv. K.R. fourth 

8(|uare. 

*8. K. to adv. Q« Kt. third 


square. 
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WHITE. BLACK. 

9. Q. B. to Q. secoqd sq. 9- K. to adv.Q.R. fourth 

square.. 

10. K. to adv.Q.B. fourth 10. K.toadv.Q.Kt. third 

square. square. 

11. K.toadv.Q.Kt. fourth 11. K. to adv. Q.R. third 

square. square. 

12. Kt. to Q. B. second 12. K.toadv.Q.Kt.second 

sq. and checks. square. 

13. Kt. to Q. fourth sq. 13. kf to adv. Q.R. third 

squall. 

14. B. to its square, and 14. K. to adv. Q.R. second 

checks. square. 

15. K.to Q.^fi^iburth sq. 15. K. to adv. Q. Kt. sq. 

16. B. tu Q. R. third sq. 16 . K. to adv.Q.R.second 

square. 

17. Kt. to K. second sq. ,17- K. to adv. Q. Kt. sq. 

(or B.) 

IS. K. toQ. Kt. third sq. . 18. K. to adv. Q. R. sq. 

19- B. to Q. Kt. second 19. K. to adv. Q. Kt. sq. 

sq. and checks. 

20. Kt. to Q. B. third square, giving checkmate. 

« 

(B.) 

17.-. \... 17. I^. to adv. Q. R. sq. 

IS. K. to Q. Kt. third sq. 18. K. toadv, Q. Kt.‘ sq. 

id. Kt. to Q. B. third sq. 19. K. toadv. Q. R. sq. 

giving check. ' 

20. B. to Q. Kt. second square, givii^ checkmate. 
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METEIOD OF DRAWING A GAME WITH A KNKJlll 

AGAINST A ROOK. 



1‘0S1TI0N OF 
WHITE. 

K. at adv. K. third s({. 

K. R. at adv. Q. R. .sq. 


1. K. to Q. square. 

2. K. to Q.B. second sq. 

# 

3. K. to Q. square. 

4. K. to his own square. 

r 

V 

5. Kt. to its third ^1. 

6. Kt. to Q. B. square. 

7. K. to Q. square. 

8. Kt. to its third sq. 

9. *Kt. to Q. B. sq. and 

bbeck^. 

10. Kt. to K. second sq. 

and checks. . 


THE PIECES. 

BLACK. 

K. at his own sijuare. 

Q. Kt. ut 1.), Sfjnuro- 


]. R. to adv. Q- Kt. sci. 

. . *■ 

2. R. io Q. Kt. fourdi 

square. 

3. R.to adv.Q.Kt. second 

square. 

4. R. to adv. Q. second 

square. 

.5. R.toadv.Q.Kt. second 
square. 

6. R. to adv. K.B. second 

square. 

7. R.toadv.K.R. second 

square. 

8. K. to adv. Q. third sq. 

9. K. to adv. Q. B. third 

square. ‘ 

to. K.toadv.Q.Kt.second 
square. 
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• t 

WHITE. BLACK. 

11. K. to his own square. 11. K.to adv. Q.B. second 

square. 

12. K. to K. B. square. 12. K. to adv. Q. second 

square. 

13. Kt. to K. Kt. square. 13. K.to adv. Q.square. 

14. Kt. to K. B. third sq. 14. R. to adv. K. R.sq. 

and checks. 

15. Kt. to K. Kt. square. IS. R. to K. R. fourth sq. 

16. K. to K. Kt. second 16. K. to adv. K. square. 

square. 

17. Kt. to K, B. third sq. 17. K. to adv. K. second 

and checks. square. 

18. Kt. to its own sq. and 18. K. to adv. K. third 

checks. square. 

19. K. to his B. square. 19. R. to K. B. fourth sq. 

and checks. 

20. K. to his own square. 20. R. to adv. K.B. second 

square. 

21. Kt. toits R. third sq. 21. R.to adv.K.Kt. second 

square. 

22. K. to his B. square. 22. R.to adv. K.R.second 

square. 

23. Kt. to its own square. 23. R.to adv. K.B. second 

* sq. and checks. 

24. K. to ^is own square. 24. R.toadv.K.Kt.second 

square; or to adv. Q. Kt. second square. 

25. K. to his B. square; and it is evident that the 
.< Black can not win the game. 
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VARrATION, 

BEGINNING AT THE FIFTH MOVE OF THE BLACK. 

ft 

WHITE. BLACK. 

1. K.to Q. square. 1. R. to adv. Q. Kt. sq. 

2. K. to Q. B. second .sq. 2. R. to Q. Kt. fourth sq. 

3. K. to Q. square. 3. R. to adv. Q.Kl. second 

.squaYe: 

4. K. to hi^ awn square. 4. R. to adv. Q. second sq.. 

I 

.5. Kt. to its third square. 5. R. to adv. Q,I3. second 

sijnare. 

6. K. to Q. square. 6. K. to adv. Q. third sq. 

7. Kt.to Q. B. sq. giving 7. K. to adv. Q. B. thifS 

check.* square. 

8. Kt. to K. second square, giving check ; and will 

easily make a drawn game. 

> 

♦ If the White, instead of playing this move, were to play the 
Knight to the Queen's Rook's square, the Black would win ; ex.; 

WHITE. KLACir. 

7. Kt. to Q. R. square. 7- R -to adv. Q.Kt. second gq. 

8. K. to Q, B. squftre. fi. K. to adv. Q- B. third sq. 

9. Can not play his Kt. without putting it en and if he play 

his King to the Queen's square, th6 Black checks at adv. 
Queen's Knight's square, and wins the Knight. 

N.,p. It U to be observed, that when the Knight is distant from 
its King, the Rook generally wins the game. 
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MET£iOD OF DRAWING A GAME WITH A BISHOP 

AGAINST A ROOK. 

t 



SITUATION OF THE PIECES. 

WHITE. BLACK. 

K. at K. B. square. K. at adv. K.. third sq. 

K. B. at adv. Q. B.%iird Q. K. at its third square, 
square. 


'^'J. K. B, to adv. Q. Kt. 
second square. 
K.B. to adv. y. fourth 
square. 

3. K.B.toadv.Q.B. third 

square. 

4. K.,to K. Kt. sq.* 4. 

* If you were to play your ] 
would win; ex.: 

, WHITE. 

4. K. to his own square. 

5. B. to Q. 11. fourth square. 

\ 

6. B. to Q. square. 


1. Q. 11. to Q. Kt. third 
square. 

2. Q. R. to adv Q. Kt. 
second square. 

.'3. Q. R. to adv. K. B. 
second sq. and checks. 
K. to adv. K. second sq. 

in|r tn his own square, the Black 

BLACK. 

•1. R. to adv. Q. B. second sq. 
5. R. to adv. Q. B. square, 
and checks. 

€. R. to adv. Q. Kt. o^ Q R. 
square. 

7. R. takes B. &c. 


7- K. to his B. square. 
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WHITE. BI.ACK, 

5. K-B. to adv. Q. fourth 5. K. to adv.*K. square. 

square. 

6. K. B. to adv. Q.B. third (>. R. to K. B. third sq. 

square. 

7. K. B. to adv. Q. Kt. 7. R. toK. Kt. third sq. 

second sq. and checks. 

S. K. to K. R. second sq. 8. K. to adv. K.B.second 

square. 

y. K. to R. third sq. y. R. to adv. K. Kt. third 

sq. and checks. 

10 . K. to K. R. fourtli square, and* will easily draw the 
i'ante. 


MliTllOI) or WlNMNr; with a queen AtiAlNST 

BOTH KNIOHT8. 



• SITUATION OK THE PIECES. 

WHITE. 'BLACK. 

K. at his R. second sq. K. at adv. Q. fourth sq. 
Q.’at adv. Q. R. square. • K. Kt.at adv.Q.B.fourth 

square. 

*Q. Kt. at K. fourth sq. 



240 


WHITE. 

1 . K. to K. Kt. third sq. 

2 . Q. to adv. Q. fourth 
. and checks. 

i 

3. K. to K. B. fourth sq. 

4. K. to K. B. third sq. 
,5. K. to his fourth sq. 

6. K. to Q. fourth ^q. 

7. Q. to adv. Q. Kt. second 

sq. and checks. 

8 . K. to adV. Q. B. fourth 

square. 

5- Q- to Q. Kt. fourth 
sq. and checks. 

10 . K. to adv. Q. fourth 

square. 

11. Q. toQ. Kt. third sq. 


BLACK. 

1. K. to adv. Q. third sq. 

2. K. to adv. Q. B. third 

square. 

3. Q. Kt. to adv. Q. third 

sq. and checks. 

4. Q. Kt. to K. fourth sq. 

giving check. 

5. K. to adv. Q.Kt. third 

square. 

6. K. to adv. Q. Kt. 

fourth square. 

7. K. to adv,Q. R. fourth 

square. 

8. K. to adv. Q, R. third 

square. 

y. K. to adv. Q.R. second 
square. 

10. K. to adv. Q. R. sq. 

I 1. Is compelled to move 
one of his Knights, &c. 


N. B. The Black has no chance of defending his game, 
but by keeping his Knights in tha. situation in which 
they suppoit each other; as soon as you can compel 
him to abandon that situation, you will find no difficulty 
to win the game. 
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I 


METHOD OF DRAWING A GAME WITH BOTH 
BISHOPS AGAINST A QUEEN. 


• SITUATION OF THE PIECES, 


WHITE. 

K. at K. Kt. fourth s((. 
Q. at Q. R, fourth .s(|. 


1. Q. to adv. Q. second 

.sq. givini^ check. 

2. Q. to adv. K. third .sq. 

3. K. to his B. fourth sq. 

4. Q. to adv. Q. second 

sq. and checks. 

5. Q. to adv. K. square, 

giving check. 

6. K. to K. Kt. fourth sq. 

7. Q. to adv. K. third sq. 

8. Q. to adv. Q. second 

sq. and checks. 

9. ,Q. to adv. K. square, 

and checks. 

10. K. to adv. K.R. fourth 

square. 


BLACK. 

K. at K. Kt. second sc;. 

Q. B. at K. Kt. third sq. 

K. B. at its third s(|. 

I 

V 

1. K. to K. B. square. 

2 . K. to K.Kt. second sq. 

3. Q. B. to K. R. secoiul 

s((uare. 

4. K. to K. Kt. third sq. 

5. K. to K. Kt. second 

si^nare. 

6. Q. B. to K. Kt. third 

square. 

7. Q. B. to K. R. second 

square. 

8. K. to K. Kt. third sq. 

I 

9. K. to K. Kt. second 

sejuare. 

10. Q. B. to K. B. fourth 

square, (or A.) 


u 
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WHITE,' BLACK. 

11 . Q. to adv. Q. Kt. fourth 11. Q. B. to K. Kt. third 

square. sq. and checks. 

12. K. to K. Kt. fourth sq. 12. Q. B. again retires to 

f. R. second square, and the situation of his 
pieces is precisely similar to that in which they 
stood at the eighth move. If he cautiously 
pursue that system, it will be out of your power 
to win the game. 


(A.) 

^ \ 

If, instead of this move, he were to play his King’s 
Bishop cither to the adversary’s Queen’s Knight’s 
second square, or to the adversary’s Queen’s Rook’s 
square, he would lose the game; ex: 

10 . 10. K. B. to adv. Q. Kt. 


11 . Q. to adv.Q. second sq. 

giving check. 

IS. Q. to adv. Q.B. square, 
and checks. 

13. K. to adv. K. Kt. third 


second square. 

1 i, K. to K. R. square. 

12 . Q.B. to K.Kt. sq.* 

13. K. B. to K.Kt.second 


square. square. 

14. Q. to K. R. third sq. 14. Q. B. interposes. 

and checks. < iii 

15. Q. takes if and gives checkmate. 


* If he shUvld pliiy his King to his Knight’s second square you 
should check at the adversary’s Queen’s Knight’s second square, 
by which move you win his King s Bishop^ 
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METHOD OF GIVING CHECKMATK WITH A ROOK 
AND BISHOP AGAINST A ROOK* 


SITUATION OF THE PIECES. 

WHITE. EtACK. 

K. at adv. Q. B. third scj. K. at Q. B. square. 

Q.R.at adv.Q.ll. thjrd sq. Iv. 11. at Q. Kt. second • 

square. 

Q. B. at adv. Q. B. fourth square. 


1 . R. to adv. Q. R, square, 1. R. interposes. 

and checks. 

2 . R. to adv. Q. R.sect^d 2. R.toadv.Q.Kt. second 

square. • sqlAre. 

■A 

* Philidor^ inliis Treatise on Chess has aaserted^ and attempted 
to prove, that the Rook and Bishop have generally the power of 
winning against a Rook; he first gives a position, which he calls 
the most favourable/or the defence, from which he shews in a 
truly masterly and scientific manner, that the player having the 
Rook only must lose; he iaiiiot equally successful in his method of 
forcing the player into this position, and it remaiiis still to be 
proved that the checkmate is not confined to a few positions. 
Mr. Sarhatt assured me that, in his opinion,*the Rook could 
generally draw the game; think so too, and perhaps at some 
future time I may endeavour to prov^ that such is really the case. 

Ed. 
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« • 

WHITS. BLACK. 

3. R .to adV. K. Kt. second 3. R. to adv. Q. second 

square. square. 

4. R. toadv. K. B. second 4. R.toadv.Q.sq. (or.4.) 

square. (or B.) 

5. R. to adv. Q.R. second 5. R. to adv. Q. Kt. aq. 

square. (or C.) 

6. B. to Q. R. tliird sq. 6. R. to adv. Q. Kt.third 

square, (or D.) 

7. B. to adv. Q. third sq. 7. R. to adv. Q. B. third 

S(]. and checks. 

8 . Q.B.to adv.Q.B.fourth 8. R. to adv. Q.Kt. third 

square. square. 

9. R. to adv. Q. B. second 9. K. to Q. Kt. square. 

sq. and checks. 

10. R. to adv. K. second JO. K. to Q. R. square. 

square. 

11. R. to K. fourth square. 11. R. to adv. Q. Kt. 

second square, or to adv. Q. Kt. square, or to 
Q. Kt. second square. 

12. R. <o its fourth sq. 12. K. to Q. Kt. square. 

and checks. 

13. B. to adv. Q. third sq. 13. K. to Q. B. square- 

and checks. 

14. R. to adv. Q. R. sq. 14. R. interposes. 

and checks. 

15. R. takes R. and gives checkmate. 
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% 


(A.) 

WHITE. BLACK. 

4. 4. R. to adv. Q. third sq. 

5. Q. R. to adv. Q. R. 5. K. to Q. K^. square. 

second square. 

6. Q. R. to its fourth sq. 6. R. is compelled to 

play to adv. Q. B. third square, to prevent B. 
from checking at adv. Q. third square, &e. 

7. Q. R. toK. fourth sq. 7. Is compelled to take 

B. lyith his R. to avoid checkmate. 



5. B. to adv. K. second 

square. 

6. Q.*R. to adv. K. B. 


4. R. to Q. square. 

5. R. to K. Kt. or K. R. 

square. 

6 . K. to Q.Kt. square. 


fourth square. 

7 . B. to adv. Q. third sq. 7- K. to Q. B. square. 

giving check. 

8 . Q. R. to adv. Q. Kt. fourth square, &c. 


(C.) 

5 . 5. K. to Q.Kt. square. 

6. R. to its fourth sq. 6. R. to adv. Q. B. sq. 

7. R. to K. fourth sq. 7. Is compelled to take 

the Bishop with bis Rdok to avoid checkmate. 
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(D.) 

WHITE. BLACK. 

6 '. 6. K. to Q. Kt. square. 

7 . R. to^adv. K. B. 7. K.to Q. R. square. 

second scjuare. 

8 . R.to adV, K.B. fourth 8. R. to Q. Kt. second 

square. square. 

9. R. to K.B. fourth sq. 9- R;to adv.Q.Kt.third 

square, (or E.) 

10 . R. to its foui:th sq. 10. K. to Q. Kt. square. 

and checks. 

11. B. to adv. Q. third sq. 11. K. to Q. B. square. 

and checks. 

12 . R. to adv. Q. R. 3c|. 12. R. interposes. 

and checks. 

13. R. takes R. and gives checkmate. 

(E.) 

9 . 9. R. to K. Kt. second 

square. 

10 . R. to adv. K.B. sq. 10. K.to Q.Il. second sq. 

and checks. 

11 . B. to adv. Q.B. fourth II. K. to Q.R. third sq. 

sq. and checks. 

13. R. to adv.Q.R. sq. 12. R. interposes, 
and checks. 

IS. R. takes it, giving checkmate. 





another situation, in which a rook and 
BISHOP may win against A ROOK. 


WHITE, 

«■ 

K. at adv. Q. R. third sq. 
Q.R. at adv. Q. third sq. 


BLACK. 

K. at Q. R. square. 

Q. R. at Q. Kt. second 
sijuare. 


Q. B. at adv. Q.R. fourth square. • 


1 . Q.B. toadv.Q.Kt. third 

■square. 

2 . K. to adv.Q.Kt. fourth 

square.* 

3. K. to adv. Q.B. third 

square. 

4 . Q. B. to adv. Q. B. 

second square. 

5. R. to adv. Q. fourth 

square. 

6 . B. interposes. 

7 . R. to adv. K. fourth 

, square. 

8 . R. to adv. K. square, 

and checks. 


1 . R. to Q. R. second sq. 

and checks, (or^l.y 
'2. R. to K. R. second sq. 
(or B.) 

3 . R. to K. R. square. 

4. R.toK. Kt. sq. (orC.) 


R. to K.Kt. third sq. 


a. 

7. 


giving check. 


R. to K. Kt. second 
square. 

R. to K. B. second 


square. 

8 . K. to Q.R,second sq. 


f 


* If von took the 9iC0k, the Black Kin^' nould he slalc tnati-d. 

• I 
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WHITE. BLACK. 

Q.B,to adv.Q.B. fourth 9- K. to Q. R. third sq. 
sq. and checks. 

10 . R. to adv. Q. R. square, giving check, &c. 

(A.) 

1 . 1. R. to Q. Kt. square. 

2 . B. to adv. Q.B. second 2. R. to Q. B. square. 

square. 

3. K. to adv. Q. Kt. third 3. R. to K. Kt. square. 

square. 

4. R. to adv. Q. fourth 4. R. to K. Kt. third sq. 

square. gi'’it‘g check. 

5. B. to adv. Q. third s(|. 5. Is compelled to take 

B. with his R. &c. 

(B.) 

2 . 2. R. to Q. Kt. second 

square. 

3. K. to adv. Q. B. third 3. R. to Q. Kt. square. 

square. 

4. R. to adv. Q. fourth sq. 4. R. to Q. Kt. second 

scjuare. 

5. R. to Q. fourth sq. 5. Loses in a few moves. 

(C.) 

4. 4. K. to Q.R. second sq. 

5. R. to Q. fourth sq. 5. R. to K. R. third sq. 

giving check. 

6. B. to adv. Q. third sq. 6. Is obliged to take B. 

&c. 
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ENDS OF GAMES 

WITH A QUEEN AGAINST A PAWN WITHIN ONE SQUARE 

« 

OF BECOMING A QUEEN. 


When you remain with yom- Queen, and your ad¬ 
versary has only a Pawn within one square of becoming 
a Queen, and which is supported by its King, you will 
not be able to win the game, unless your King be close 
to it, and your adversary’s Pawn be the King's, Queen's, 
King's Knight's or Queais Knight's. If it should be 
one of the Rooks Pawns, or one of the Bishops Pazv7ii, 
and your King be considerably removed from it, the 
game will be drawn. 


METHOD OF \yiNNlNG THE GAME IF IT BE THE 

KING’S PAWN. 

SITUATION OF THE PIECES. 

•I 

WHITE. Black. 

K. at adv.K.Kt. second sq. K. at adv. Q. second sq. 
Q. at adv. Q. R. second sq. K. P. at adv. K. second sq. 


« 
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WHITE. 


]. Q. to K. B, second sq. 

2. Q. to her fourth S(|. 

giving check. 

3. Q. to K. third square. 


4. Q. to her third sq. 
and checks. 


5. K. to adv. K. B. third 


BLACK. 

1. K. to adv. Q. square. 

2. K. to adv. Q.B. second 

.square. 

3. K. to adv. Q. square. 

4. K. to adv.'K. square. 

5. K.to adv.K.B. second 


square. squar^. 

6. Q. to her second sq. 6. K. to ^dv. K. B. sq. 

7. Q. to K. B. fourth sq. 7. K. to adv. K. Kt. 

giving check.. ' second square. 

8. Q. to K. third square. 8. K.to adv. K.B, .sq. 

9. Q. to K. B. third sq. 9. K. to adv. K. square. 

giving cheek. 

10. K. to adv. K. fourth 10. K. to adv. Q. second 


square. square. 

11. Q. to K. B. second sq. II. K. to adv. Q. square. 

12. Q. to her fourth sq. 12. K.to adv.Q.B.second 

giving check. square. 

13. Q. to K. third sq. 13. K. to adv. Q. square, 

14. Q. to her third sq. 14. K. to adv. K. square, 

giving check. 

15. K. to his fourth sq. 15. K.to adv.K B. second 


square. 

16. Q. to K. B. third sq. 16. K. to adv. K. square, 
giving chedc. (or A.) 

17- K. to Q. third square. 17. K. to adv. Q. sq. 

18. Q.takes P. and checks. 18. K. to adv. Q. B. sq. 

1 p. Q. to her B, second square, giving checkmate. 



WHITE. 


(A.) 

BLACK. 

16. Q. to her second sq. 16. K. to adv. K. B. sq. 

17. K. to K. B. third sq. 17. P. becomes a Q. 

18. Q. to K. Kt. second square, giving checkmate. 
From this analysis, it is obvious that you win the 

game by compelling your adversary to play his King 
before his Pawn, .thus allowing your King to advance 
and assist yonr Queen; but when your adversary’s 
Pawn is on the Bishopi^ file, it is impossible to compel 
your adversary’s King to move before his Pawn; and 
when it is on the Rooks' file, it becomes useless to oblige 
liim to play his King before his Pawn, as you can uqt 
advance your King without giving stalemate. 


SITUATION OF THE PIECES. 

K. at adv. Q.Kt. second K. at adv. K. Kt. second 
square. square. 

Q. at Q.B. fourth S(j. K. Bishop's P. at adv. K. B. 

second sejuare. 


1. Q. to K. second svp 

2. Q. to K.Kt. fourth sq. 

giving check. 

3. Q. tp K. B. third sq. 

4. Q, to K. Kt. third scpiai 


1. K. to adv. K. Kt. sq, 

2. K.to adv. K.R. second 

square. 

3. K. to adv. K Kt, s(|. 

i*, giving check. 
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If it were the Kings, Queens, or Knight's Pawn, 
this move would compel your adversary either to play 
his King before his Pawn, or to abandon it. If he played 
his King before his Pawn, you would immediately avail 
yourself of it to advance your King, as has already 
been shown *, if he abandoned his Pawn, and suffered you 
to take it with your Queen, the game would of course 
soon be ended; but in this situation {being the Bishop's 
Pazvn), he may play his King to your King’s Rook’s 
square, and you can not take bis Pawn without stale¬ 
mating him; if, instead of taking his Pawn, you play 
your King, he will immediately push to Queen; and, 
lastly, if you repeat the check, the same moves will 
again occur without your deriving any advantage from 
them. 


SUPPOSE IT TO BE THE ROOK’S PAM'N. 


SITUATION OF THE PIECES. 


WHITE. BI.ACK. 

K. at adv.Q.Kt. third sq. K. at adv. K.Kt. second 

t 

‘ square. 

Q. at adv. Q. second sq. K. R. P. at adv. K. R. 

second square. 



WHITE. 

1. Q. to K.Kt. fourth sq. 

giving check. 

2. Q. to K. B. third sq. 

giving check. 

3. Q. to K. Kt. third sq. 

giving check. 


BLACK. 

1. K. to adv. K. R. 


sq. 


2. K. to adv. K. Kt. sq. 

3. K. to adv. K. R. sq. 

See. 


If you advance your King, your adversary will be 
stalemated, and, as yon arc unable', to clu'ckinatc him 
witli the Queen alone, the game is of course drawn. 


Tliere arc however some /iw situations, in which, 
having a Queen against a Bishop's Pawn, ivilhin one 
square of Queen, you may w’in the game; ex.: 


SITUATION OF THE PIECES. 

* 

K. at Q. Kt. fourth sq. K. at adv. Q. Kt. second 

square. 

Q. atK. .second square. Q.B.P.at adv.Q.B.second 

square. 

Snpjiose the White to play first:— 

1. Q. to her second sq. 1. K. to adv. Q. Kt. sq. 

(or A.) 

2. K. to Q. Kt. third sq. 2. P. becomes Q. (or B.) 

3. Q. to Q. R. second square, giving checkmate. 



I 
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(A.) 

WHITE. BLACK. 

1 . 1. K. to adv. Q. R. sq. 

2. K. to Q. Kt. third sq. 2. K. to adv. Q. Kt. sq. 

3. Q. takes P. giving check, &c. 

(B.) 

2 . 2. P. Becomes a Kt. and 

checks. 

3. K. to Q. R. third sq. 3. Kt. to adv.Q.third sq. 
to prevent clveckinate at your Q. Kt. second 
square. 

'4. Q. to Q. B. third sq. 4. Can not avoid check¬ 
mate. 

You will likewise, supposing the Black to move 
first; ex.: 

BLACK. WHITE. 

1. K. to adv. Q. Kt. sq. 1. K. to Q. B. third sq. 
(orjl.) ' 

If you were to play your K. to Q. Kt. third square, 
be would draw the game by making a Kt. and checking 
K. and Q. 

3, P. becomes Q. giving 2. K. to Q. Kt, third sq. 
check, (or B.) 

3. Can not avoid checkmate in three moves at most. 





4 
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(A.) 

BLACK. WHITE. 

1. K. to adv. Q. R. sq. 1. Q. to her second sq. 

2. K. to adv. Q. Kt. 2. K. to Q. R. fourth sq. 

second square. 

3. K. to adv. Q. R. sq. 3. K. to Q. Kt. third sq. 

&c. 

(7i.) 

2. K. to adv. Q. R. s(j. 2. K. takes P. 

3. K. to adv. Q. R. second . 3 . Q. to adv. Q. R. third 

square. s(|. and checkinat<;s. 

ANOTHEH SITUATION. 

WHITK. BF.ACK. 

• K. atK.Kt. fourth s(|. K. at adv. Q. square. 

Q. at adv. Q. Kt. third Q. Ik J*. at adv. Q. B- 

st|uarc. second square. 

The White, having the move, may win the game. 

1. Q. to Q.Kt. third sq. 1 . K.to adv.Q.second sq. 

2. Q. toQ. Kt. second sq. 2. K.to adv. Q. square. 

3. K. to K. B. third sq. 3. K.to adv.Q.second sq. 

If he were to move his Pawn and make a Queen, 

you would immediately checkmate him at your K. 
second square. 

4. K. to his fourth sq. 4. K. to adv. Q. square. 

5. K. to Q. third sq. ,5. P. becomes a Q. 

6. Q. to K. second square, giving checkmate. 
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f 

The following sitnation occars in Salvio’sT reatise; 
if properly played, it is a drawn game; but if the Black 
play* as he directs him to do^ he will lose the game; 
ex.: 

1 

SITUATION OP THE PIECES. 

WHITE. BLACK. 

K, at adv. Q. R. second K, at adv. Q. Kt. second 
square. " square. 

Q. at adv. Q. second sq. Q. U. P. at adv. Q. R. 

second square. 

• - ■ 

1. Q. to her fourth 8(j. 1. K. to adv. Q. Kt. scj. 

and checks. 

2. Q. to K. Kt. sq. and 2. K. to adv. Q. Kt. 

checks. second square. 

3. Q. to Q. Kt. second sq. 3. K. to adv Q. Kt. sc^ 

and checks. 

4. Q. to adv. Q.Kt. second 4 . K. to adv. Q. II. sq.* 

sq. and checks. 

5. K. to adv. Q. Kt. third 5. K.toadv.Q Kt. second 

squares square. 

6. K. to adv. Q.B. fourth 6. K.to adv.Q.B. second 

sq. giving a discovem/ square, {or. A.) . 

check. 

7. Q.to K.Kt. second sq. 7. K. to adv. Q. Kt. sq. 

giving check. (or B.) 

* Salvio directs this move; it however occasions the loss of 
the game. If the Black were to play, his King to the adversary’s 
Queen’s Bishop’s second square, the game would be drawn. 
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. • 

white. ni.ACK. 

8. K.to Q. Kt. fourth sq. 8. P. becomes a Q. 

,0. K. to Q. Ktt third sq. 9. Can not avoid being 

checkmated in three moves at most. 

4 

§ 

(A.) 

6 . 6. K. to adv. Q. R. s(|. 

7. K. to Q. Ivt. fourth 7. K.to ad v.Q.Kt. second 

square. ’ square. 

8. Q. to K.Kt. second s(|. 8. K. to adv. Q. Kt. s(|. . 

giving check. 

9. K.to Q. Kt.third s({. 9. P. hcconies a Q. 

10. Q. to K. R. s({nure, giving checkmate. 

• . 

ill) 

7 . 7. K, to adv.Q. Kt. third 

8(juarc. 

8. Q, to K. 13. third 8. K. to adv. Q. 13.second 

giving check. scjuarc. 

9. Q. to K. second stj. .9. K. to adv. Q.Kt. third 

giving check. s(juare. 

10. Q, to her third sq. and 10. K.toadv.Q.Kt.second 

checks. square. 

11. K. to Q. Kt. fourth sc|. 11. P. becomes a Q. (or C.) 

12. ,Q. to her second sq. 12. K. to adv. Q. Kt. sq. 

giving check. 

1 it. K. to Q. Kt. third squarg, &c. 


•S 
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I 

(C.) 

WHITE. BLACK. 

11. 11. K. to iulv. Q. R. sq. 

12. Q. to h'cr second sq. 12. K. to adv. Q. Kt. sq. 

13. K. to Q. Kt. third square, &c. 



K 




I 


ENDS OV GAMES, 

CONSISTING OF PAWNS (/NLV- 

FlUST SITtlATION. 

A KINO AGAINST A KING AND I'AVVN. 

MllITK, ' nEA<’K. 

K. atliis lourtli s(|Uan‘. K. at his s(|uar(\ 

K, P, at K.lliiril square. 

I. K. to ;i(lv. K. fourth si|. I. K. to Q. second s(|. 

'J. K. to his fourth s((. !J. K. to Q. lliiril s((. 

:j. K. to Q. fourtli sijuarc. o. I\ checks. 

‘f. K. to his fourth s<|. . I. K. to his third s(|. 

6. K. to his third sq. i. K. to Q. fourth .s([. 

(). K. to Q. tliird s((iiar(‘. (>'. P. checks. 

7 . K. to his second sq. 7- K. to ailv. Q. fouith 

s((uare. 

8. K. to Q. second sq. H. P. checks. 

Q. K. to ids s([uare. (oryi.) f). K. to adv. Q. third sq. 

10. K. to Q. square. lo. P. cliecks. 

1 l.iK. to his square. II. Is conqjelled to alian- 

t 

don the Pawn ; because, if he play his King to 
your King’s thinl s'.|uarc, you will he stale¬ 
mated. 


» 
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If voiir adversary liad tl)e first’ move, it would be 

• w 

equally impossible for him to win : if he were to play 
his King to his Queen’s third square, you should play 
yf)urs to your Queen’s fourth scpiare, and your situation 
Avonld then be similar to that in which you were at the 
third move of the abtn’c analysis. 

(A.) 

WUITK. m.AeK. 

If yon were to play to your Queen’s square, you 
.would lose the game; f\.: 

‘h K. to Q. square.' <). K. to adv.Q.third sq. 

10. K. to his scpiare. 10. P. one scpiare. 

1 1. K.to K. II. second sq. 11. K. to adv. Q. second 

f 

scpiare, &c. 


SKCONl) SITUATION. 

WHlTi:, ULACK. 

K. at his second scpiare. K. at adv. K. fourth sq 

K. P. at.K. third scpiare 


The Black will win, whether he have the first move 
or not; ex.: 

Suppose the JVhkc have the move; 

1. K. to his S(j. (or A.), 1. K.to adv. K. third sq. 

(or B.) 



I 


WHITE. JJL\CK. 

Ifhe were to play his Paxvn, instead of his Kiiii;, 
you ought to play your King to hi.) second square, and 
llic srame would he drawn. 

C* 

‘J. K. to Q. square. ii. P, one s(yian'. 

He would Hkcvvis(i win if he playoil his King to 
your King’s Bishop’s second scpuire. 

J. K. to his square. :L P. one square. 

4. K. to K. B. square. 4. K. to adv. Q. second 

scjiiare. 

.5. K. t(^ Iv. B. secemd scj. St. P. (’hecksi anti ol 

course will become a (jueen in two moves. 



I. K. to Q. or K. B. sq. 
'2. K. to his square. 

J. K. to Q. s(|uare. 

\ 

4. K. to Q. second sq. 


1. K. to adv. K. third S(|. 
'J. 1*. to K. lourth .s(|. 

;j. K.toiidv. K.B. second 
s(|uare. 

4. P. one stjuare, ikv. 



]. K. to Q. second sq. 

a. K. to his square. 

3. *K. to Q. second sf(. 


1. K. to adv. K. B. third 
squiire. 

‘2 P. to K. lourth sq. 

,3. 1*. to adv. K. fourth .sf|. 
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WHITE. 

SLACK. 

4. K. to his squarr. 

4. K. to adv. K. third sej 

If he played the Pawn, you would draw the game. 

.5. K. to K. B. square. 

5. K.to adv.Q.second sq 

6. K. to K* B. second sq. 

6. P. checks, &c. 

Suppose the Black to have the first move; 

BLACK. 

WHITE. 

1. P. one square. 

]. K. to K.B- second sq 


(or A.) (or B.) 

2. K. to adv. Q. third 

2. K. to K. B. third sq. 

square. 


3. 1*. cheeks. 

3. K. to K. B. second sq 

4. K. to adv. Q. second 

4. K. to K.B, stjuare. 

s(|uare. 


P. one scpiai'c, &c. 


(4.) 

1 

1. 

1. K. to Q. square. 

2. K. to adv. K. B. third 

2. K. to his s(iuare. 

s(|uaro. 

3. P. one square. 

3. K. to K. B. square. 

4. P. one square. 

4. K. to his square. 

3. P. one square. 

5. K. to Q. second sq. 

6. K. to adv. K, B. second 

stpiare, &c. 




(B.) 


BLACK. 

1 . 

‘2. K. toadv. K. third sq. 

3. K.toadv.Q.sccond s<(. 

4. P. one square, &c. 


WHITn. 

1. K. to his square. 

12. K. tu K. B. s(|iiarc. 

;5. K. to K. Ji. seeotid s<|. 


TllIKI) SITUATION. 


WHITE. 

K. at his second sq. 


ItEACK. 

K. at adv. K. I'ourtli s(|. 
K. P. at K. fourth s((. 


The xt'iiw'nig or draxchig of this game depends on 
the first move; if the While ])lay first, the Black will 
xein-, ex.; 


1. K. to K. B. second s<(. 
‘Z. K. to Ilia square. 

3. K. to K. B. S((uare. 


i. K. toadv. Q. third .s(j. 
‘2. K. to adv. K. third s(p 
.3. K. to adv. Q. second 
square. 

4. P. one square, &c. 


4. K. to K. B. second 
square. 

But if the Black play first, tlie White will draw the 
game; ex.: 


BLACK. 


wniTE, 


1. K.to adv.K.B. fourth ’ 1. K. to K. B. second s(p 
s((uarc. 




Q()4 


WHITE. 

•2. P. one square. 

.‘3. P. ouQ square. 

4. li, to adv. K. 15, tliird 

squfu-c, 

5. P. cheeks. 


IlLACK. 

2. K. to his second sq. 

3. K. to hw square, 

4. K. to K. B. square. 

* 

' . 

5. K. to his square, &c. 


lOTJIlTH SITI ATION. 

WHITE. BLACK. 

K. at his second sq. K. at adv, K. fourth s((. 

• K, P. at its own square. 


Tlic Black will win, whether he have the first 
move or not: 


Suppose the W/tiic to move; 


1. K. to his square. 

2. K. to hia second 8(|. 

3. K. to his square. 

4. K. to Q. square. 

5. K. to Q. second S(). 


1. P. one square- 

2. P. one square. 

3. K. to adv. K. third sq. 

4. K.to adv. K.B. second 

square. 

5. P. one square, 



Suppose the li/acli ty luovo; 

, BLACK, AVHITK, 

I. P. two squares. 1. K. to his s(iuaro. 

12. K. to adv. K. third sq. 12. K. to Q. square. 

3. K.toadv.K.P.second 3. K. to (j. second sq. 

square. 

4. P. one square, &c. 


I'lFTJl SITUATION. 

wmi'K. niA(k. 

K. at K. Ivt. second sq. K. at adv. K. Kt. Jouitli 

sfjuarc, 

K.Kt.P.atJv.Kt.third ,sq. 

This situation is inserted to teach the amateur the 
method of pushing the Knight's Pawn to Queen; for 
if he were to play tliis Pawn in the .same manner as 
he would the King’.s, Queen’s, or liisliojjs’, he would 
stalemate his adversary. 

1. K. to K. U. second sq. I. K. to adv. K. li. third 
. square. 

12. K. to K. R. square. 12. P. oiur square. 

.3. K. to K. Kt. square. , :J. P. mic sfiuaie. 

4. K. to K. H . bccontl s<j. 4. K.to^dv. KJi.second 

Sfjllilic. 


t 




I 
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• , 

WHITE. DLACK. 

5. K. to K. 11. square. 5. If it were the King's, 

Queen’s, or Bishops’Pawn, he might play it one 
square, which Avould compel yon to remove, 
and l^e would make a Queen in two moves; but 
being the Knight's Pawn, if he play it you will 
be stalemated ; he must therefore play— 

K. to adv. K. Kt. third sq. 

6. K. to K. Kt. sq. 6. K. to adv. K. R. third 

square. 

7. K. to K. R. square. 7. P| one square. 

8. K. to K. Kt. square. S. P. one square. 

q. K. to K, B. second sf). f). K.loadv.K.R.second 

' square, &c. 


♦ 

ISIXTII SITUATION’. 

WHITE. BI.ACK. 

K, at his square. K. at adv. K. fourth s(|. 

K. P. at K. third sq. 

k 

The Black will win; ex.: 

Suppose the JVliite to play first; ' 

1. K. to his second scj. 1. P. one square. 

2. K.to K.'B. second sq. • 2. K. to adv. Q. third sq. 

3. K. to his s<juarc. 3. P. one square. 



I 


‘ 2§7 

\ • 

WHITE. HLACK. 

4. K. to K. B. second sq. 4. P. checks. 

5. K. to K. B. square. 5. K. to adv. Q, second 

square, &e. 

I 

Suppose the Black to have the first move; 

BLACK. WIIITK. 

1. K. to adv, K. third sq, 1. K. to K. B. square. 

2. P. one square., 2. K. to his square. 

.‘5. P. one stpiare. 3. K. to K. Ji. scjuare. 

4. K. to adv. Q. second s(|uare, &c. 


I 




SKVENnil ^ITlIA'noN. 

WlllTK. lil.ALK. 

K. at his fourth S(j. K. at liis third h<juarc. 

K.P. at its own scjuarc. 

• ■“— 

In this situation, if the Black have the move, the 
White will drcirv the game; hut if the White have the 
move, he wilWoiC the game; ex.: 

1. K. to Q. fourth sq. 1. K. to his B.fourth sq. 

2. K. to adv, Q. fourth 2. P. two squares. 

square, (or vl.) 

3. K. to Q. B. fourth sq. ’ 3. P. one sfjuare. 


I 


I 



1 
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' I 

WlIlTli. Ul.ACK, 

4. K. to Q. fourth sq. 4. K. to adv.K.JB. fourth 

square. 

.5. K. to Q. C. third sq. 5. P. one square. 

6. K. to Qj third square. G. K. to adv. K. B. third 

squan*, &c. 

(^10 


2. K. to his third scjuare. 

3. K, to Q. third s(|uare, 

4. K. to Q. fourth s((. 

(or n.) 

.5. K. to Q. third square. 

G. K. to Q. second s<|. 

7. K. to his square. 

8. K. to K. ]i. square. 

(/i.) 

4. K. to his second s(j. 

5. K. to K. B. second 

square. 

G. K. ^o his square. 

7. K. to Q. square. 

8. K. to his square. 

9. K. to Q. square. 


2. K. to his fourth sq. 

.'5. K. to adv. K. B.fourth 
square. 

4. P. two stjuarcs, givitig 
check. 

K. to adv. K. i.>. third 
s<}uar('. 

G. 1*. one s(|uare. 

7. K. to adv.K.third sq. 

8. K. to adv. Q. second 

sf|uare, &c. 

4. K.«to adv. K. fourth 
square. 

6. K. to adv. Q. third 

square, 

G. P. tyt'o squares. 

7. P. one square. 

8. K. to adv. K. third s(|. 

9. K. to adv. K.B. second 

square, &c. 




EMaiTil SITUATION. 

WHITE. KLACK. 

K. at his third square. K. at his third stjuan*. 

K.P. at its s(|uare. 

\ 

If the White have the riiove, lie will draw the game 
by playing the King to his fourth square, &c. But if 
the Black have the inoVe, he will iv'm the- game, by 
playing the King to his fourth scpiare, and th(;n to the- 
adversary’s Queen’s fourth stjuare, or to the adversary’s 
King's Bishojfs fourth square, aeeovding to the White’s 
'iecond move. 


f 

NINTM SITUATION. 


VV'IIITK. 

K. at hi.s second square. 


lil.ACK. 

K. at Ids third s(|iiare. 
K. P. at its squai’e. 


The Black rvins whether fte play jirfst or Uot: 

Sujjpose the While to ])lay fiHst; 

. 1. K.tuh is third sq.(oivl.) .1. K. to his fourth sq. 

‘i. K. to his B. third sq. *2. K. to ad\. Q.fourth s(|. 



WHITK. 
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h 

Bl.ACK. 

3. K. to his sccoml s((. 3, K. to adv. K. fourth 

(or B.) squai'C. 

4. K. to K. 13. second sq. 4. K. to adv. Q. third 

square, &c. 

{A.) 

1. K. to Q. third square. 1. K. to Q. fourth sq. 

2. K. to his third sq. 2, K. to his fourth s(]. 

3. K. to Q.third square. 3. K.to adv. K.B.fourth 

square. 

4. K. to his second s(|. 4. K. to adv. K. fourth 

s quarc. 

5. K.toQ.second square. 5. P. ow square. If he 

jdaycd it izvo squares, it would he a drawn game. 

6. K. to his second s(|. 6. P. one square. 

7. K.toK. B. second sq. 7- K. to adv. Q. third 

.scjuave, &c. 


(B.) 

3. K. to K.B.fourth so. 3. P. two squarc.s, giving 

check. 

4. K. to K. B. third sq. 4. K.to adv.Q. tliirdsq. 

3. K.to K.B. second sq. 3. P. one square. 

6. K. to K. B. square- 6. P. one square. 

7. K. to his square. 7- P. one square, &c. 



I 
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Suppose the Black to have the move; 

BLACK. WHITE. 

]. K. to his fourth sq. 1. K. to his third sq. 

2. P. one square. 2. K. to Q. third sq. 

3. K. to adv. K. B. fourth 3. K. to his second sq. 

square. 

4. K. to adv. K. fourth 4. K. to his B. second 

square, s((uarc. 

If he played the Pawn it w ould be a drawn game. 
b. K. to adv. Q. third square, &c. 


j JJ. 


TENTH SITUATION. 


^VHITE. 

K. at his square. 


lU.ACK. 

K. at his third 8(|nare. 
K. 1\ at its s(|uarc. 


lilacU wins; 


it is iintnaterial who has the move. 


, ELEVENTH SITUATION. 

BLACK. WHITE, 

K. at his square. . K. at his square. 

K. P. at its sijiiare. 



The event of tins situation depends on the move 
if the Black play Jirst, the White will lose. 

BL4CK. 


1. K. to K.B.second sq. 

2. K. to his third square 
% K. to his fourth sq. 

4. K. toadv.K.B.fourth 

square. 

5. K.to adv. K.fourth sq. 

6. K. to adv. K. third sq. 

7. P. two s(juares. 


WHITE. 

1. K. to his second sq. 

2. The same, (or A.) 

3. K. to Q. third sq. 

4. K. to his second sq. 

5. K.to his square. 

6. K. to K.B. square. 

7. K. to his stjuare. 


8. P. one square. 8. K. to K. B. square. 

.9. K. to adv. Q. second square, &c. 

(A.) 


o 

3. K. to K.B. fourtli sq. 

4. K. to adv. K. fourtli 

square. 

5. P. oncscpiare. 
o'. P. one square. 

7. K. to adv. K. third s(|. 

8. K. to adv. K. B. second 


2. K. to K. li. third sq. 

3. K. to his second sq. 

4. K. to his square. 

K. to his second sq. 
(). K. to his square. 

7. K. to Q. square, 
square, &c. 


But if the play frst, the game will \>ii drawn; 

ex.; 


WHITE. 

1. K.to his second sq. 


BLACK. 

1. K. to K. B. second 


2. K.to his third sq. 


square. 
2. The same. 




07 "> 


WHITE. 

3. K. to his fourth sq. 

4. K. toQ. fourth square. 

5. K. to his fourth sq. 

6. K. to his third sq. 

7. K. to Q. third square. 


I'l.AC'K. 

‘5. K. to Q. third sq. 

4. P. one s(|nare. 

5. P. one square. 

6. K.to Q. fourth sq. 

7. P. one square, giving 

check. 


8. K. to his third square, &c. 

When the Pawn is witliin three squares of Queen, 
and its King is in front of it, the Pawn will make a 

Queen, whether the Black or tlie AVliite have the. 

% 

move. 


t 


% 


TWELFTPI SITITATION. 

WfllTE. . HI.ACK. 

K. at his square. K. at adv. K. B. third s((. 

K. 1*. at adv. K. fourth sq. 

If the White have the move, the Black must push 
the Pawn, and if the White ])lay on the second move to 
King’s square, the Pawn may again be pushed, as 
it does tiot check ; but if tlie White play to his Queen’s 
square, the Black must play differently, else tlie game 
drawn; ex.: 

1. K. to Q. second sq. P. checks. 


T 
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WHITE. BLACK. 

2. K. to Q. s»|uare. 2. If the Black play the 

Pawn, giving check, the King will move to his 
square, and draw the game: instead of playing 
the Pawn, the Black must play his King to the 
adversary’s King’s Bishop’s second stjuare, &c. 

In the above situation, if the Black have the move, 
he must play his King to the adversary’s King’s third 
square, &c. 

If the White King, instead of being at his square, 
were, at his Bishop’s square, and it were tlie JVhite's 
move, the Black ought to play his King; for if he 
played his Pawn, the game would be draicn; hut if the 
Black have the move, he may play his Pawn. 

‘ 11 the White King he. at his Queen's square, the 

game must he played exactly as if he were at his 
Bishop's square. 

Lastly, it is an invariahle rule, that, when the Pawn 
docs not check when it is played to its seventh square, 
it will go to Queen; hut if it chivh, the giune will be 
drawn; therefore the jjlaycr who has the Pawn, must 
calculate attentively, and ])lay it with great caution, 
else his adversary will frequently be etmbled to draw 
the game. 

Situations shnilar to the following, frequently occur 
at the ei^d of a game. 

WHITE. BLACK. 

K. at adv. Q. B. third sq. K. at Q. R., Q. Kt., or 

Q. B. square. 

K. II. P. at K. R. third sq. 




The player of llu' White is soinetinies in (loubt 
whether he can jnevent tin* advc rsaiy’s Paw n frenn 
Ijccoining a Quc'cn, and lie linds himself ohlii^ed to 
ealcnlate all the moves on l)oth sides. A nnuh shorter, 
as well as a more scicMitilie metlioil, is pi examine 


whether the King he in /hci/uiKlraniiiefon/ti d hit the }\i\e» 
and that sijuare where it xvill heeunie a (■^iueii. If the 
King be tn the (juadrangle, he will ov('rtn!<(> tin' Pawn, 
though the latter should play first; tlu'refore, in the 
above situation. thoui:(h the Pawn lia\e tin' first, move, 
the King will stop its jtrogress. 

Though the King be one n/ort hk.\om) the ijuadran^le; 
if he have the Jir.sl move, he may slop the Pawn: sup- 
jjosi', for example, he he at tin' adversary’s Queen’s^ 
Knight's third sipiare, if lu' move first, lu' will ol course 
jday IN THK QiJADRANOi.K, and cons('(pu'ntly stoji the 
Pawn. It must be observed, that, if the J’awn have 
not moved, tlic King should have the first move, else 
the Paxvn will get to Queen,’ on account ot its moving 
two squares at first. 



ENDS OF CAiXrES 

WlTFf PAWNS ON BOTH SlDliS. 


« 



r’HlST SITUATION. 

BLACK. WHITF, 

K. at adv'.K.B.fourth scj. K. at liis B., Kt. or U. ,s(|. 

K. Kt. P. at adv. K. Ivt. K, R. 1'. at its own sq. 
fourth square. 

K. R. P. at adv. K. U. fourth sq. 

In this situation, though the liluck have the move, 
the White will draxv the game-, for if tlie Black, after 
having ])layed his King to the a«lvcrsary’s King’s 
Bishoj3’s third scjuare, should push his King’s Knight’s 
Pawn one square, the White (having his King at his 
Knight s square) may draw the game in three different 
ways; Ist, by playing his King tt) his Rook’s square; 
52dly, by taking the Knight’s Pawn with his Pawn; 
and Sdly, by playing his Pawn one square. But when 
the Black has his King at the adversary’s King’s 
Bishop’s third square, and his King’s Knight's Pawn at 
the adversary’s King’s. Knight’s third square {en prise 
of the White Rook’s Pawn); if the White have his 
King at his Bishop's or Rook's square, he must carefully 
avoid taking the Knight’s Pawn, but he must either 
play his King to his Knight’s square, or push bis Pawn 
one square. 
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Uiit ill the following sitiuilion, though so marly 
similar to the last, the event of the gaiuo (lepends on 
the first move. 


SKCONJ) .SlTl'AI’IOX. 


BLACK. 


K. at his B. fourth s(|. 
K.Kt.P. at K.Kt. fourth 
square. 

KJl.P. atK. R. fourth sq 


WUI I K 

K. at his Kt. third si|. 
K.U. \\ at K. U. third . 
■ srjuare. 


If the Black plai/ Jirsl he will win the hut il* 

the jyhitc have the move, he will draw the game. '1 he 
tlillercnce between the event of this situation, and the 
result of the last, arisc.s from the White I’awn’s being 
moved, for if it were at /V.y .\(/aarc, the game would Ik; 
drawn, as the King could not be removed from his 
Hook’s sfjuare ; but the Pawn’s being moved, though 
only one square, deprives his King of that safe retreat^ 
and occasions the loss of the game. 

That scientific player C^arrera has unaccountably 
lallen into error, by asserting in unqualified terms, that, 

“ 'I'he Book's Pawn iiraw.s the game ap^aintit the Knight's 
and Book's Pawns." That his assertion is erroneous, the 
following demonstration will incontestably evince. 

1. K. to adv. K. fourth ]. K. R. P. one 8(j\iare. 

, square. (or/I.) (or/j.) (orC'.) 



r.LACK, 


WIIITK. 



b’. 

4. 

b. 

7. 


iv. Kt. I*, one bcjuarc. '2. Jf tlic White play 1 iin 
K int; to his Jloo/'s second the Black will 

play his King to i)ie adversary’s King's Bishop’s 
thiid s<|niire, and then to the adversary’s King’s 
Knight’s tiiird scpiaiv, ik.c. H the White, in¬ 
stead of jdaying to his Hooks second stpiare, 
play his King to his kfin'lil’s second scjuarc, tlu- 
Black will play his King to the adversary’s 
King’s Bisho|)’s fourth scpiare, after which, if 
the hite, retreat to his Rook’s second square, 
the Black will move his King to the adversary’s 
King's liisho[)’s third square, and then to the 
adversary’s King’s Knight’s lliird sipiare, &.c.; 
and if, in lieu ofto his Rook’s second 
square, the White |)l,iy his King to his Bishop’s 
second square, the Black will check with his 
Knight’s I’awn, and then play his King to 
the adversary’s King's Knight’s fourth square. 
Therefore till- best move the W hite can play is, 

K. to his B. second sq. 

K. to adv. Q. third b. K.tohisB.sq, (prD.) 
s([uare, and not to adv. K. B. fourth square, as 


Carrera has directed. 
K. to adv. K. third 
square. 

K, to adv. K.B. fourth 
square. 

Kt. P. checks. 

i ' 

K. to adv. K. Kt. fourth 


4. K. to his Kt. second 
S(|uare. 

d. K. to K.B. second sq. 

O'. K. to his Kt. second 
square, 
square, &c. 



HLACK. 


WHITK. 


{A.) 

I. K. to his R. second st|. 
*2. K. toadv. K. B. third C. R. P. one, square, 
square. 

3. Kt. ]*. one square. 3. K. to his Kt. si|uare. 

4. K. to adv. K. Kt. third square, &e. 

(/>•.) 

I. I. K. to his Kt. second 

S(|uare. 

‘J. K. R. P. one s(|uare. ‘J. K. to liis P.. second 

« 

sfjuarc. 

K.toadv.K, li.fourth 3. K.to K. Kt.s('roiul sq. 
square. 

4. K.to adv.K.third s(j. 4, K. to K, 11. s(|uare. 

o. K. to adv. K. B. tfiird . 5. K. to K. R. sceotidsq. 

square. 

6. K. to adv. K. B. second scjuarc, and then to ad¬ 
versary’s K. Kt. third square, &e. 

(C.) 

1. I. K. to K. JJ. second sq. 

2.* K.to adv. K. B. fourth 2. K.to K Kt. second sq. 

square. (oi- K.) 

.3. K. to adv. K. third sq. . 3. K. to K. Kt. third s<j. 

4. K.to adv.K.sccond scj. 4. R. P. «)nc sq. (or/'’.) 






QSO 


BLACK. WHITE. 

5. K. Kt. P. one square. 5. K. to K. Kt. second 

square. 

6. K. to adv. K. third sq. 6. K. to K. Kt. third sq. 

7. K.to adv.K.fourth sq. 7. K. to K.B. second sq. 

8. K. to adv. Q. third sq. 8. K. to his B. square. 

9- K. to adv. K. third sq. 9- K. to K. Kt. second 

square. 

10. K. to adv. K.B. fourth 10. K. to K. B. second sq. 

square. 

11. K. Kt. P. checlis, and then the King moves to the 

adversary’s King’s Knight’s fourth square, &c. 

(D.) 

■3 . 8. K. to K. Kt. square. 

4. K. to adv. K. third sq. 4. K. to K. Kt. second 

square. 

5. K. to adv. K.B.fourth 5. K.to K.R. second sq. 

square. 

6'. K. to adv. K. B. third square, and then to tin; 
adversary’s K. Kt. third square, &c. 

4 

(E.) 

<2 . 2. R. P. one square. 

3. K. Kt. P. one square. 3. K. to K. Kt. second 

square. 

4. K. to adv. K. fourth 4. K. to K. Kt. third sq. 

s(|uarc. 
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JtLACK. WHITK. 

5. Jv. to ddv. K* third sc|- 5. Iv, to liis Ivt. second 

s(]uan‘, 

(i, K- to adv. Iv. B. foxirtli square, &c. 

4. 4- K. to liis Kt. second 

squart'. 

5. K. R. P. one square. 5. K. to liis Kt. s(|uarc. 

(). K. to adv. K. B. third (). K. to his R. second 

sc[uare. • s(juarc. 

7. K. to adv. K. B. second square, and then to a<lv. 
K. Kt. third square, &c. 

By tliis analysis, it is evident that the lilaclf, hav'n/<( 
ihe move, will xvin the game : the i'ollowiuj; demonstra¬ 
tion proves, that, if the While have the Jiral move, (he 
game will be drawn. 

WUITK. , BLACK. 

1, R. to K. B. third s((. 1. K. R. P. one s(|uare. 

(or G.) 

2. K. to his tlnrd square. 2. K. to Ids fourtli sq. 

.‘5. K. to K. B. third si]. D, K. tnh/.s own third S(|, 

or to liis it. third sq. 

4. K. to K. Kt. fourth sq. 4. K. to his B. third sq. 

or to his Kl. third sq. 

5. .K. to K. B. third st|. 5. K. to K. B. fourth sq. 

(). K. to liis third s({. (as O'. K. Kt. 1*. one s(|. 

at the second move.) , 
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WHITE. BLACK. 

7. H. P. takes P. giving check, and then the King 
j)lays to his Bishop’s second square, to his 
Kniglit’s square, and lastly, to his Book’s 
square, uhence the Black will be unable to 
<lrive him. 



I 


1. 1. K. to his third sq. or 

to his B. third sq. 

The White must carefully retrograde on the same line 
as i\\v. Black King; suppose the Black King to 
be at his Bishop's tliird square, the White must 
play 


♦ o 
^» 


K. to his B, sccoyhI 


‘J. Tlic same. 


scjuare. 

3. K. to his B. s(juai’e. :J. The same. 

4. K. to K. B. second s(j. 4. K. to his socotuI sq. 

6. K. to ///.V third s(|uai(’. . K. to his B. third s(|. 

(). K. to his B. seconil sejuare, observing carefully to 

play on the same line as the Black King, and 
within one, three, or Jive, squares from him, See. 

If the Black, at tl»e first move ((»f this Variation G.), 
should play his King to his third scpiarc, the White 
ought to play his King to his second square, and then 
if the Black play the King to his fourth square, the 
White must play the King to his third square, &c. • If 
instead of playing his King to his fourth square (at the 
second move) the Black \vero to play his King to his 
Queen’s third square, the White may play his King to 
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• • 

his Qiireii’s second sfjnaiT. If thoi tin* Hlack play his 
Kinj; to his Queen’s liishop’s third s(|nare, the White 
may move his Kin^ to his Qnei-n’s !)isho]i’s second 
square; tor thoufjh the Jilaek should play the* KinLj’s 
Knight’s Pawn one square, the gaim'will jtill W'drinat 
wliether the IJlaek iolu' the W hite Pawn or iiof: in the' 
latter case, both j)layers will have a Qiie<'n : in the 
former^ the King uill oM-rtakc' the Pawn. 


Timtl) Sl'I'liATION. 

in.ACK WIIITK. 

K. at adv. K. i'ourth s(|. K. at his second sf|Uare. 

K. Kt. P. at a<lv. K, Kt. K. It. P. at its vipiare. 

fourth s(piar('. 

K. It. P. at adv. K. It. fourth scpiare. 

This is a draw^i ganii'. If the player fd' tla^ White 
have themove, it is ohvi(»ns, that, hy n'tiring his King 
to his Rook’s sfjuare, he will very easily draw th(‘giinie: 
and if the player the Rlack have fin; first move, the 
^Vhitc will lilcerrisc draiK the game; ex.: 

1.* Kt. P. one square. I, H. P..onestp (or A.) 

for li.) 

'2. K. to adv. K.B.fourth • ‘2. K. to hi.s It. square, 
square. 
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BLACK. WHITE. 

3. K. toailv. K.B. third 3. K. to his Kt. square. 

square. 

4. Kt. P. one square. 4. K.tohis R. second sq. 

Tile Black is obliged to abandon his Knight’s 

Pawn, as he can not sup])ort it without stalemating his 
adversary. 


(. 1 .) 

It' the White were to take the Knight’s Pawn he 
would lose the game; ex.: 

1. 1. P. takes Kt. P. 

2. R. P. takes P. 2. K. to his/).s(|. (or^,'.) 

3.. K. to adv. K.B. third 3. K.to his Kt. square, 

square. 

4. P. to adv. K. Kt. second 4. K.to his R. second 

square. square. 

5. K. to adv. K.B. second square, &e. 


(B.) 

l^ic White may equally draw the game by jdaying 
the following moves: 

BLACK. WHITE. 

1. Kt. P. one square. 1. K. to his B. square. 

If the Black take the Pawn, the White will move 

his King to his Knight’s second square, and of course 
will easily the game; and if the Black, instead of 
taking the Pawnj should play— 

2. K. to adv. K.B. third 2. K. to his Kt. square, 

or the P. one sq. &c 


8 quare. 




o 


C. K. to lus s(|n;iiT. 

3. K. to iulv. K. third scj. K. to his*H. sciuiur. 

4. K. t») iidv. K. B. third .S(|uaro, atul then the Pawn 

one s(|naiT, &c. 


T’OtlllTIl SlTl ATIOX. 


wniTK. 

K. at his IJ. i’ourtJi sq. 

K. 11. P. at its square. 

White to move; BU 
1. K.to adv.K.lJ. fourth 
s(juarc. 

C. K. to K. B. fourth sq. 

3. K.to his Kt.fourth .s(j. 

4. K. to his R. fourtli .s([. 
6i‘ K. to his R. third sq. 

6. K. to his Kt. third sq. 

7. K. to his R. third sq. 


iu.A(;k. 

K. at his B. second .s(|. 

K. Kt. P. at its square. 

K. R. P. at its s(|nare. 

ek must w'in; ex.: 

I. R. P. one square. 

‘2. K. to his B. third sq. 
;i. K. to hisKt. tliird sq 
4. R. P. to its fourth sq. 
6. K. to lu.s Kt. fourth 

i 

square. 

6. R. P. checks. 

7. K. to liis R. fourth 
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WHITE. IJLACK. 

8. K. to Ilia Kt second si(. 8. K.to adv. K.Kt.fourth 

stjuare. 

.9. K. to his Kt. square. 9- K. to adv. K. 11. third 
(oryl.) S(|iiare. 

10. K. to hi.s K. sijuare. 10. Kt. P./rw squares. 

It must he particularly observed, that, if the White 
Kinj^ should he at his K/iight'.'i sipiare, the Pawn must 
be played only one Mjnarc. 

11. K. to his Kt. s(juare. I 1. Kt. P. to adv. K. Kt. 

. fourth square. 

12. K. to his 11. scjuare. 12. Kt. P. to adv. K. Kt. 

third scpiare. 

18. P. takes P. l:j. K. P. takes P. 

14. K. to his Kt. sf|uar('. 14. P. to adv. K. Kt. 

second stjuare, &c. 


(. 1 ) 

9. P. check!.. 9. K. to adv. Iv. IJ. lourth 

sipiare. 

10. K. to his 13. second sq. 10. Kt. P.one sq. (to gain 

tjie move.) 

I 1. K. to Ins Kt. second I 1. K. to adv. K. third 
square. square. 

12. K. to his Kt. sipiare. 12. K. to adv. K.U. third 

scpiare. 

13. K. to his 11. second Sip 13. K. to adv. K.B. second 

squan.'. 

14. K. to his 11. square. 14. K. to adv. K.Kt. third 

square, &c. 



FlFTil SnrATlOX. 


blatk. >\ uf rr.. 

» 

K. at adv. K. fourth scj. K.al his second square. 

K. Kt.P. at adv. K. Kt. K. Ivt. J\ at il.s ,s(|uare. 
fourth s(j\iare. 

K. R. P. at adv. K. Ii. fourth sejuare. 

t 

Black to move; noverlludess W’hih' ilrmcs the • 
liarae; ex.: 

1. K. Kt. P. one s([uare. 1. K, t») his li. squan*. 

(or .4.) (or/f) (or f.) 

K. to adv. R.It. fourth '2. K. to his Kt. sijiiurc. 
S(juart'. 

3. K.to adv. K.Kt. fourth K. to his K. sf|naro. 

sf|nare. 

t. K. I\ one scjuare. 4. Must eautiou.sly avoid 

taking' it; instead of whieli, ho must j»lay his 
King to his Knight’s sqnar«‘, and the game is 
urKjUcstionahli) dran'n. 



1 . R. P. one square. I. Kt. P. takes it.. 

If the Black take rvith liis Pawn, the White will 
capture it in two movc.s; and, if he should play Ins 
i). Kt. P. to adv. K. K(. .‘J. P. tf> K. R. fourth «(| 

third stjuare. 



WHITE. 
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BLACK. 

;J. K. to adv. K.B. fourth 3. P. to adv.K. R.fourth 
square. -square. 

4. The Black is now compelled to play his King to 
his , Knight’s fourth square, and the White, 
moving his King to his Bishop’s third square, 
obviously draws the game; eacli King capturing 
his adversary’s Pawn. 



1. K.to adv. K.B. fourth 

square. 

2. Kt. P. cheeks. 

3. K, to adv. K. third sq. 

4. K. to adv K. second 

square. 

5. R.P. one square. 

he must ])lay 
(>. K. to adv. K. third sq. 
7. K. to adv. K. B. third 
sipiare. 


1. K. to his B. second 
square. 

2. K. to his B. square. 

3. K. to his Kt. square. 

4. K. to his R. square. 

5. Must not take it, hut 
his King to his Kt. s(|uare. 

6'. Kt. P. takes R. P. 

7. P. one s(j. &c. the 
drawn game is evident. 



1. K. to his B. fourth sq. 

2. K. to adv.K.B.fourth 

square. 

3. R. P. takes and cheeks. 


1. K.to his B. second sq. 

2. P. to K. Kt. third sq. 

and checks. • 

3. K. to his Kt. second 

square. 



oc 


BLACK. 

WIUTK. 

4. K. to his B. fourth sq. 

4. K. takes the P. 

5. K. to his Kt. fourth scj. 

5. K.to his Kt. second s(|. 

6. K. to adv. K.B. fourth 

6. K. to his B. second S4|. 

square. 

&c. 

• 

f 

SIXTH SITUATION. 

> 

• 

WHITE, 

* BLACK. 

K. at his Kt. square. 

K.at his R. fourth sq. 

Q. B. P. at adv. Q. B. 

K. K. P. at a<lv. K. R. 

fourth square. 

fourth sejuare. 

Q. Kt. P. at adv. Q. Kt. 

K. Kt. P. at adv. K. Kt. 

iimrtli square. 

third square. 

Q. R. P. at adv. Q. R. 

Q. H. P. at its s(|uare. 

fourth square. 

(j. Kt. P. at its s(juare. 

Q. R. P. at its .square. 

Th« Player of the Wliite wins hy a seienlifitrinove. 

1. Q. Kt. P. to adv. Q. Kt. 

J. Q.JJ.P. takes ]*. (or/1.) 

third square. 


2. Q. R. P. oue square. 

2. Q. Kt. P. lakes 

3. Q. B. P. to adv. Q. B. 

3. K. to adv. K. Kt. 

third .stjuare. 

fourth square. 

4. P. to adv.Q.B. seecuul 

4. K. totidv. K. B. third 

square. 

.s(|uarc. 

5. P. becomes a Q. aud win.s the game with facility. 

• 

u 







w 



WHITE. 

BLACK. 

1. 

■ • • • • 

1. Q.R. P. takes Q.Kt.P. 

3. 

Q. B. P, to adv. Q. B. 

2. Q. Kt. P. takes P. 


third square. 


3. 

Q. R. P. to adv. Q. R. 

3. K. to adv. K. Kt. 


third square. 

fourth square. 

4. 

P. to adv. Q. R. second 

4. K. to adv. K. B. third 


sc|uare. 

sijuare. 

5. 

P. becomes a Q. 

5. K. R. P. to adv. K. K. 


third square. 

(). Q. takes P. which is at adv. Q. 13. third square, 
gives check, and easily wins the game. 


Sr.VENTll SITUATION 

WHITK. BI.ACK. 

K. at his IJ. second sq. K. at adv. K. i'ourth stj. 

K. Kt. P. at its third s(|. K. 13. P. at adv. K. B. 

third S(|uave. 

K. Kt. P. at adv. K. Kt* 
lourth square. 

Lolli and Cozio, two celebrated Italian writers ort 
Chess, call this a drawn game, whether the Black or 




the White play first: it may lioM'cver be easily "wm by 
the Black, by sacrificing his King’s liishop’s Pawn; 
ex.: 


Suppose the White to move first; 


WHITE. 

1. K. to his B. square. 

2. K. to his square. 

3. K. to his^B. square. 

4. K. takes B. P. 

5. K. to his B. square. 

O'. K. to his Kt. second 

square. 

7. K. to his R. square. 

8. K. to his R. second s(|. 


BLACK. 

1. K. to adv. K. thinl 

S(juare. 

2. B. P. checks. 

.3. K. to adv. Q. second 
square. 

4. K. to adv. Ci. third .s<j. 

5. K. to adv. K. third s(j. 

6. K. to adv. K. second 

stjiiare. 

7. K. to adv. K.B. third 

square. 

8. K.to adv. K.B. second 


9. 

10 . 

11 . 

12. 


sr|uare. 


K. to his R. square. 

9. 

K. tak(\s P. 

K. to his Kt. s(|uare. 

10. 

K. to adv. K. Ji. lliird 



sejuare. 

K. to his U. sejuare. 

n. 

P.to udv.K. Kt. third 



square. 

K. to his Kt. sijuare. 

12. 

P. one square; and it 


will of course become a Queen in two iiipves. 
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Suppose the Black to have the move : 


BLACK. 

1. K. to ady. Q. third sq. 

2. B. P. to ady. K. B. 

second square. 

3. K. to adv. Q. second 

square. 

4. K. to ady. K. third sq. 

5. K. to adv. K. second 

s()uare. 

6', K. to adv. K. B. third 
s({uarc. 

7- K. to adv. K. B. second 


WHITE. 

1. K. to bis B. square. 

2. K. takes it. 

3. K. to his B. square, 

4. K. to h!s Kt. second 

^ square. 

5. K. to his Kt. square. 

6. K. to his R. second 

square, 
square, &c. 



SOI.UTIONS 


OT 


THK SEVJ3NTV-EICJIIT SITUATIONS 


T N 1 R 1 IL n IN 


PART I. PACiE 97. FA SEQ. 




SOLUTION 


or 

THE I'lUST SITUATION. 


WHITf’. nLACK. 

J, K. R. takes K. H. I*. 1. K. takes K. K. 

and checks. 

2. K. R, P. checks. ‘2. K. to his R. .scjnarc. 

3. Q. R. to K. R. sq. and 3. K. R. to K. R. tliird 

checks. s(|uare. 

4. Q. R. takes K. R. and 4. K. to Ids Kt. second 

checks. s(juarc. 

5. Q. R. to adv. K. R. K. to his R. s(j.* 

second sq. and checks. 

6. Q.B. to adv. K. R. third square, giving clieck- 

inate. 

* If the Black play the King to lus Bishop’?* third square, you 
must checkmate him with your Queen’s Bishop. 
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SECOND SITUATION. 

BLACK. WHITE. 


1. Q. to adv. Q. B. fourth 

square. 

2. Q. takes Kt. > 

3. Q.to adv. Q. Kt. second 

square. 

4. Q. takes Kt. 

5. Q. R. to Q. Kt. s(|> 

(or A.) 

6. Q. Kt. P. takes Q. 


(A.) 

5. Q. R. to Q.B. second 

square. 

6. K. to Q. R. second 

square. 

7. Q. d^t. P. takes Q. R. 


1. Must not take W. but 
ought to play Q. to 
adv.Q.R.fourtn sq. 

2. Kt.'to Q. seconiysq. 

3. K. R. to Q. Kt. 4q. 

4. Q. takes Q. Kt. 

5. Q. takes Q. R. P. and 

checks. 

6. Q. R. takes P. and 

gives checkmate. 


5. Q. to adv. K. sq. and 

checks. 

6. Q. R. takes Q. R. P. 

and checks. 

7. Q. to adv. Q. Kt. sq. 

giving checkmate. 
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THIRD SITUATION. 

WHITE. BLAc’k. 

J. R.to ad V. K.Kt. second l. K. to his R. square, 
square, and checks. 

2. R. to adv.K.R. second 2. K. to his Kt. square. 

square, and checks. 

3. Q. B. to Q. fourth sq. J. Jt. to K. B. third sq. 

* and cheeks. 

4. Q. B. takes R. 4. Kt. to K. fourth sq. 

and eliecks. 

5. Q. B. takes Kt. .5. K. to his B. s(]uare. . 

6. K. to adv. K.B. third 6. K. to his Kt. .sq.* 

square- 

7. II. to adv. K.Kt. second 7. K. to his R. square. 

sq. and checks. 

8. K. to adv. K. Kt. third 8. Q. P. or Q. K. P. be- 

square. comes a Q. 

9. R. to adv.K.R.second 9. K. to Iiis Kt, square, 

sq., giving double check. 

10. R. to adv. K. R. square, giving checkmate. 

* If he were to play the King to his square, you should play 
your King to adversary's King’s third square, and then checkmate 
witKthe Rook. —Ed. 
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FOUIIT H SITUATION. 



BLACK. 

1. Q. takes Kt. 

2. R. tak(‘s Q. 

3. K. R. P. tilkes P. 

4. Q.R.P. takes Q.Kt.P. 


WHITE- 

1. K. It. P. takes Q. 

‘2. K. Kt. P. two sq. 

:3. Q. Kt. P. one scjnarc 
4. Q. R. P. one square. 


(or A.) 

.5, (’an not prevent.the White frotn going to Queen. 


(A.) 

'4. R. to its third square. 4. Q. Kt. P. one sq. 
.5. Loses the game. 


FIFITI SITUATION. 


BLACK. 

J. K. Kt. P. two squares. 

2. R. to|T^.. Kt. second 

square, (or A.) 

3. Q. to her second sq. 

t 

4. R. takes Q. 


WHITE 

1. Q. B. takes K. Kt. P. 

2. Q. B. to adv. K. R. 

third square. 

3. Q, to adv. K. Kt. third 

S({nare, and clieck.s. 

4. R. to adv. K. R. sq. 

and checkinates. 



» 

(A.) 

BLACK. WHITE. 

2. K. R. P. takes Q. B. 2. Q. to K. R. third sq. 

and checks. 

:3. K. to K. Kt.^ccond n. Q. to adv, K. 11. sq. 
square. and chcckniate.s. 


SIXTH SITUATION, 


HLACK. 

1. R. takes K. P. and 
checks. 

2. Q. P. one square. 

;3. K. takes R. 

4. K. to adv. K. fourth 
square, (or A.) 


WHITI,. 

1. R. takes R. 

2. R. to adv. Q. fourth 

square. 

3. Q. P. one square. 

4. Q. P. l)ecoines a Q. 
end will easily win the game. 


A 

(A.) 


4. Q. P. becomes a Q. 4. Q. P. becomes a Q. 

♦ gives check, and will take adv. Q. 
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SEVENTH SITUATION. 



>YHITE. 

1. Q. R, takes K. Kt. P. 

f 

and checks. 

2. K. R. takes K. R. P. 

and checks. 

3. Kt. to adv. Kv second 

sq. anti checks. 

4. Q. takes Q. &c'. 


BLACK. 

1. K.JI. takes R. 

2. K. to his Kt. square. 

S. Q. takes Kt. to avoid 

checkmate in two moves. 

« 


EIGHTH SITUATION. 

WHITE. 


1. Kt. takes K. B. P. 

2. Q. takes K. R. 

3. R.takes R. and checks. 

4. Q. to adv. Q. second 

sq. and checks. 


BLACK. 

1. K. R. to adv. Q. sq. 

giving check.* 

2. K. Kt. P. takes Kt. 

(or A.) 

3. K. to his Kt. second 

square. 

4. K. to his R. third sq. 


This is the only move to avoid checkmate. 



WHITE. 


BLACK. 
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5. 11. toadv. K. Kt. sq. 5. Q. to adv. K. S(j. and 

checks. 

6. K. to his R. second sq. 6. Q. to adv. K. third sq. 

7. Q. to adv. K.Kt. second 7. K. to his R. fourth sq. 

sq. and checks. 

8. Q. to K. Kt. fourth sq. 8. K. to his U. third sq. 

and checks. 

9. Q. to K. R. fourth square, giving checkmate. 


• (A.) 


2 . 

3. 

4. 




. 2. Q. to K. B. 8<niarc. 

Q. to adv. K.R. fourth 3. Q. to K. Kt, 8(|. {orli.) 
square. 

Q. takes K. II. P. and 4. Q. takes Q. 
checks. 

R. takes R. and checks, d. Q. interposes at K. Kt. 

square. 

R. takes Q. and givc.s checkmate. 


{li.) 

3. 3. K. R. P. one square. 

4. Q. takes K. R. P. and 4. K. Kt. P. takes Q. 
checks. 

.5. R. to adv. K. R. second square, an<l checkmates. 
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NINTH 


SITUATION. 



BliACK. 

1. K. Kt. P. one square. 

2. K. Kt. P. takes Q. 
(orA.) {o\'B.) (orC.) 

3. K. to his 11. square. 

4. K. II. to K. B. third 

square. 

' 5. K. to his Kt. s(|uare. 

6'. K. to his B. square. 

7. R. to Q. Kt. square. 

second square, and 
square, in order to 
square. 


WHITE. 

1. Q. R. to K. Kt. third 

square. 

2. Q. R. to adv. K. Kt. 
second sq. and checks- 

3. Q. R. takes K.B. and 

checks. 

4. Q. B. takes K. R. and 

checks. 

o. K. R. to K. Kt. sq. 

and checks. 

(). Q. R. takes Q. 

7. K. R. to adv. K. Kt. 
then to adv. K. R. second 
eheckinate at adv. K. R. 


(A.) 

2. K. R.to its Kt.square. 2. Q. takes K. R. P. and 

checks. 

3. K. takes Q. 3. K. to his Kt. second 

sq. giving check with K. R. 

4. K. 13. to adv. K. R. 4. K. R. takes B. giving 

fourth square. checkmate. 



ni.ACK. 
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(B.) 

WHITE* 

2. K. Kt. P. one square. 2. K. to his Kt. second 

square. 

3. K. B. to its third sq. 3. Q. takes K. U. P.and 

checks. 

4. K. to his Kt. square. 4. Q. H. takes K. Kt. P. 

and checks. 

5. K. to his B. second 5. Q. takes K. B, and 

square. checks. 

6. K. to his square. 6. K". U. to K. .sq. and 

checks. 

7. K. to Q. second sq. 7. Q.lo adv. K. third sc|. 

and cheek mates. 

(('■) 

2. K.B. to its Kt. fourth 2. Q. takes K. B. 

square.* 

3. K. 11. P. takes Q. 3. K. to his Kt. .sj’cond 

sij. giving a <li.sc()ver('d clieck. 

4. K. to his Kt. square. 4. K. K. to adv. K. R. sq. 

and cliecks. 

3. K. to his B. second .j. K. R. to adv. K. R. 

square. second sq. and qhecks. 

6. K. to his Kt. square. G- K. II. takes Q. and 

will easily win the game. 

• This is t he bent move that the BJack can play in this situation, 
as he loses only a piece. 
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TENTH SITUATION. 

WHITK. HLACK. 

« 

1. Q. to adv. Q.B. tlii]*d 1. K. Kt. P. one square, 
sq. giving check. 

il. Q. to K. fourth sq. £. K. R. P. to adv. K. R. 

third square. 

3. Q. takes K.Kt.P. and 3, Is compelled to take 
checks. the Queen, and the game 

is draxen, the White King being ataltxnalcd. 


RLEVENTII Sn UA'l ION. 



WHITE. 

1. Q. R. takes Q. P. 

2. Rt. to adv. K.B, third 

8(|. and checks. 

3. K. R. to adv. K. sq. 

and checks. 

4. Q.B. to adv. K, B. sq> 


BLACK. 

1. K. P. takes Q. R. * 

2. K. Kt. P. takes Kt. 

3. K. to his Kt. second 

square. 

4. K.to his Kt. orR. sq. 


and checks. 

3. Q.B. to adv. K.R. third square, giving checkmate 
by discovering K. R. 


• It is evident that if the Queen take the Rook, White will 
easily win.— Ed. 
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TWELFfH SITUATION 


WHITE. 

]. K. R. to Q. square. 


RLACK. 

1. Q. to adv. Q. Kt. 
second sq. 

‘J. K. Kt. to its square. 


.‘3. K. takes K. H. 


4. Q. takes K. B. 


2. K. R. to adv. Q. s(j. 

giving check. 

3. K. R. takes K.Kt. and 

checks. 

4. K. P. to adv. K.s('cond 

sq. giving check with K. B. 

5. K. P. becomes a Q. 5. K. R. to K. B. .sq. 

and checks. 

6. Q. takes R. and checks, (i. K. takes Q. 

7. Q. R. P. takes Q. and will w'in the game. 


THIRTEENTH SITUATION. 



WHITE. BLACK. 

* 

J. R. from Q. B. sq. to 1. K. B. takes Q. R. 
K. Kt. square. . 

2. K.R.takesKt.andchecks. 2. K. R. takes K. R. 


X 
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WHITE. BLACK. 

3. The game is drawn; the White King being stale¬ 
mated. 

If at the second move the Black should not take 
the King’s Hook, the White will nevertheless draw 
the game, by sacriBcing bis King’s Rook for the 
Queen’s Knight’s Pawn, as the player of the Black will 
be unable to mn, though he has a Pawn and a Bishop; 
that Pawn being on tbe Rook’s file, and the Bishofi of 
a colour different from that of the Rook’s square on 
which the Pawn would become a Queen. 


FOURTEENTH SITUATION. 


WHITE. BLACK. 

J. Q. to adv. Q. B. fourth 1. Q. P. is compelled to 
sq. and checks. take Q. 

2. K. R. to adv. Q. sq. giving checkmate. 


V 
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FIFTEENTH SITUATION. 


WHITE. BLACK. 

I. Q.toadv. K.R. second 1. Kt. takes Q. 
sq. and checks. 

Q. Kt. to adv. K. Kt. third *2. K. to his Kt. square, 
sq. and checks. 

3. K. B. to adv. Q. fourth square, and clieckmatcs. 


SIXTEENTH SMUATION. 


WHITE. . BLACK. 

1. R. to Q.R. fourth sq. 1. Q- to Q. R. fourth sq- 

and checks. 

2. Q. Kt. to adv. Q. B. 2. Q. R. takes K. B. 

fourth sq. giving check with K. B. 

3. R. to adv. Q. R. second 3. Q. takes tt. 

sq. and checks, 

4. P. one square, and checkmates. 
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SEVENTEENTH SITUATION. 


WHITE. BLACK. 

]. K. to adv.K. B. second 1. K. to his R. second 
square. square. 

2. B, toadv. K. B. square. 2. K. to his R. square. 

3. B. to adv. K. Kt. 3. K. to his R. second 

second sq. and checks. square. 

4. P. one square, giving checkmate. 


EIGHTEENTII SITUATION. 


BLACK. 

1. Q. takes Q. 


WHITE. 

1. Q. to adv. K. B. third 

sq. and checks. 

2. Kt. at adv. Q. fourth 

square takes Q. 

3. Kt. to adv. K. fourth 

square. 

4. K t. to adv. K. B. second square^ or to K. Kt. third 
square, and checkmates. 


2. Q.R.P. one sq. (orA.) 

3. Q. R. P. becomes a Q. 



WHITE. 



* 




3. Kt, to adv. K. fourtli 

square. 

4. Kt. at adv. K. fourtli 

sq. takes Kt. 

5. Kt. to adv. K. fourtli 

s(|uare. 

6'. Kt. checkmates. 


ni..\cK. 

‘2. Kt. to adv. K. B. 
second pcjuare. 

3. Kt.toadv.K.Kt.fourth 

sq. and checks. 

4. Q. R. P. one scjuarc. 

6. Q. U. P. becomes a Q. 


« 


NINETEENTfl sriUAflON. 


Suppose the \V/ii/e to move; 

WHITE. HLACK. 

]. R. to adv. Q.B. second 1. K. to his R. third sq. 
sq. and checks. 

2. R. to adv. K. R. second 2. K. R. takes it. , 

sq. and checks. 

3. Kt.to adv. K. Kt. sq. 3. K. to his Kt. fourth 

and checks. , square. 

4. Q. B. to adv. K. B. third sq., and checkmates. 
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Suppose the Black to move; 

BLACK. WHITE. 

1. K. R. to adv. K. K. 1. K. is compelled to 
third sq.and checks. take K. R. 

Ui. Q. to adv. K.Kt. second 2. K. to his R. fourth si|. 
«q. and checks. 

3. Q. takes K. R. P. and 3. K. to adv. K. Kt. 

checks. fourth square. 

4. Q, to K. R. tlurd square, and checkmates. 


TWENTIETH SITUATION 



WHITE. BLACK. 

1. K.B . to adv. Q. second 1. K. to Q. sq. {or A.) 

sq. and checks. (or B.) 

2. K. B. to adv. K. third 2. K. to his second sq. 

sq. and checks with the Q. 

3. Q. to adv. Q. second 3. K. to his B. third sq. 

sq. aud checks. 

4. Q. to adv. K.B. second square, aimI chcckinates. 





(/I.) 


WHITE. 

1 « * • • ■ • 

*2. Q. to her Kt. third s(j. 
and checks. 

Q. to adv. K. Kt. s(j. 
and checks. 

4. Q. to adv. Q.B. square 


nCACK. 

1. K. to Q. Kt. square. 

'J. K. B. to Q. Kt. third 

» 

square. 

4. K. to Q. Kt. second 
square. 

and chock mates. 


(B.) 

1 . ’ I. K. to Q. Kt. second 

square. 

*2. Q.toadv.Q. Kt.fourtli 2. K. B. interposes. 

to 

sq. and checks. 

3. Q. to adv. Q. Iv. tliird 3. K. fakes Q. 

.s(|. and checks. 

4. K. B. to adv. Q. Ik square, and checkmates. 


TWENTY-FIRS']’ SITUA'l’lON. 


WHITE. 

1. Kt. to adv. K. second 

sq. and checks. 

2. Q. to adv. K. Kt. 

and checks. 


BLACK' 

1. K. l(» his R. square. 

2. K. R. takes Q. 





$ 
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WHITE. BLACK. 

3. Kt. takes Q. B. and 3. K. R. P. takes Kt. 

checks. 

4. Q. R. to K. R. fourth square, and checkmates. 


TWENTY-SECOND SITIJATION. 



4 


WHITE. 

U Q. 11. to K. Kt. second 
S(|. and chocks. 

2. Kt. to adv. y. second 

sq. and cheeks. 

3. K. R. to adv. K. sq. 

and checks. 

4. Q. R. to adv. K. Kt. 


BLACK. 

1. K. to his B. squai'c 

2. R. takes Kt. 

3. K. takes K. R. 
scjuare, and checkmates. 


TWENTY-THIRD SITUATION. 


WHITE. 

1. Kt. to adV. K. Kt. third 
sq. and checks. 


BLACK. 




1. K. to his Kt. square, 
(or A.) 



WHITE. 


Dl.ACK. 

2. Kt. to adv. K. second 2. K. to liis R. squaic. 

sq. and checks. 

3. K. R. takes K. R. P. 3. K. takes R. 

and checks. 

4. Q. R. to K. R. square, and checkmates. 


(. 1 .) 

1. ‘ 1. K. R. P. takes Kt. 

2. K. R. takes K. R. P. 2. K. takes R. 
and checks. ’ 

.3. Q. R. to K. R. s(|uare, and elicekinates. 


TWENTY- F( )l J R'J] I J l'IJATiON. 


WHITE. in.Aric. 

1. Q. to adv. Q. R. third 1. R. to Q. Kt. square. 

square. 

2. K. R. to adv. Q. R. 2. Q. to licr B. square. 

tiiird square. 

3. Q. takes Q.R. P. and 3. K. takes Q. 

I 

checks. 

4. Q. R. to its square, givipg checkmate. 
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TWENTY-FIFm SITUATION. 


WHITE. BLACK. 

1. R. to adv. K. B. 9(|. 1. K.tohisR. secondsij. 

and checks. 

2. Q. to adv. K. Kt. third 2. Q. B, takes Q. 

sq. and checks. 

3. P. takesB. and checks. 3. K. takes P. 

4. K. B. to Q. third square, and checkmates. 


TWENTY.SIXTH SITUATION 

WHITE. BLACK. 

1. Kt. to adv. K. third 1. K. to his square. 

sq. and chcck.s. 

2. Q. to adv. Q. square, 2. K. B. takes Q. 

and checks. 

.i. K.R. to adv. K. B. sq. 3. R. takes K. R. 
and checks. 

4. Kt. to adv. K.Kt. second square, aud checkmates. 
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TWENTY-SEVENTH SITUATION 



WHITE. DLACK. 

1. Kt. to adv. Q. tliird 1. K. to y. 8(|. 

sq. and checks. 

2. B. to K. R. fourth s(|. 2. K. B. P. one square. 

and checks. 

3. B.takes P.and checks. 3. K. R. takes B. 

4. Q. takes K. B. and eheekinu’tcs. 


TWENTY-RIGH'J'11 SITl IATION. 



WHITE. 


1. 

K. R. to adv. K. R. s(|. 

1 . 


and cliccks. 


2. 

K.R. to adv. Q. R. sq. 

2. 

3. 

Q. B. P. one sq. and 

3. 


checks. 


4. 

Q.B.P. again checks. 

4. 

5. 

Q, R. P. checkmates. 





IIMCK. 

K. to Q. Kt. second 
square. 

K. to Q. Kt. third sq. 
K. to Q. Kt. second 
S(|uare. 

K.tu Q. Kt. third sq. 



TWENTY-NINTH SITUATION. 


WHITE. 

1. Kt. to Q. Kt. third sq. 
‘2. R. to adv. Q. square, 
and checks. 

3. Kt. to adv.Q. R. fourth 

square. 

4. P. to adv. Q, Kt. third 

sq. and cheeks. 

6. P. checkmates. 


BLACK. 

1. K. to Q. Kt. square. 

2. K. toQ.R. second sq. 

3. P. is compelled to take 

Kt. 

4. K. to Q. R. third sq. 


THIRTIETH SITUATION. 

W'HITE. BLACK. 

1. Q. R. to adv. K. R. 1. K. to his Kt. square. 

fourth sq. and checks. 

2. K. R. to K. Kt. third 2. Q. to K. Kt. fourth 

sq. and checks. stjuare. 

3. Q. to adv.K.Kt.second 3. Q. takes Q. 

sq. and checks. 

4. K. B. P. checks. 4. R. takes P. 

6. K. P. takes R. and checkmates. 



THIRTY FIRST SITUATION. 



WHITE. BLACK. 

1. Q. to adv.Q. li. second I. Kt. takes Q. 

sq. and checks. 

2. R. to adv. Q. ]{. sq. 2. Kt. takes R. 

and checks. 

3. Kt. to adv, Q. second .3. Kt. interposes. 

sq. checkin”- with H. 

4. P. takes Kt.and checks. 4. K. to Q. K. 8<|nare. 

5. P. one square, and c lieckniates. 


TIIIRTY-SKCOM) SITUATION. 








BLACK, 

1. K. to hi.s Kt. square. 


WHITE. 

R. to adv. K. K. sceon.l 
sq. and checks. 

Kt. to adv. K. B. third 
sq. and checks. 

K.P. checks. 

R. to adv. K. B. second 
sq. and checks. 

K. Kt. P, one square, and checkmates. 


2. K. to }iis B. square. 

.‘3. Q. K^. takes P. 

4, K. Kt. takes R. 
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THIRl^-THIRD SITUATION. 

WHITE. ULACK. 

1. K. R. to adv. Q. Kt. 1. K. to his R. second 
sq. and checks. square. (orA.) 

‘2. Q, R. takes K. Kt. P. 2. K. is compelled to 
and checks. take Q. R. 

'■‘3. Q. to K.Kt. fourth sq. K. to his B. second sq. 

and checks. 

4. Q. to adv. K. Kt. third 4. K. to his second sq. 
s((. and checks. 

Q. to adv. K. square, or to adv. K. Kt. second 
square, and cheekinates. 

{A.) 

1. 1. K. R. to Q. s(iuare. 

'2. Q. to adv. K. B. s((. 2. K. R. takes Q. 

and checks. 

3. Q. R. takes K. R. and 3. K. to his R. secontl 

checks. square. 

4. Q. R. to adv. K. R. square, and checkmates. 


Ur 




THIRTY-FOiniTII SM I A'J^K )N. 


WniTK. 

I. Q. H. to adv. K. Ji. sc|. 


nLi\( K. 

1. K. to his Kl. si'cond 


and checks. s(|uarc. 

‘i. Q. B. to adv. K. R. K. takes Q. B. 
third sq. and checks. 

3, Q.R. toadv.K. Kt. sq. [i. Q.B. to K. B, second 

square (or any other move). ’ 

4. K. R. to adv. K. R. 4. Q. FI. lakes K. R. 

ftnirth sq. and cheeks. 

/). K.Kt. 1*. one scjiiare, and clicckiuatcs. 


THIRTY-KIFn I M i l Jy\TI()N. 


WHITK. ni.ACK. 

]. Q. takes K. [i. 1’. and 1. K. to his R. square, 
checks. 

2. Q. Kt. to adv. K. B. i2. Q. R. I*, one square. 

third square. 

IF he take either of your pieces, you may iintnciliatcly 
checkmate him. 

3. Q.toadv.K.Kt.third sq. 3. Q. B, to K, Kt. sq. 

4. Q. to adv. K.R. second ,4. Q. B. takes Q. 

sq. and cliecks. 

5. K. Kt. to adv. K. B. second sq. and chcckiiiutes. 
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THIRTY-SIXTH SITUATION. 


WHITE, 

]. Kt. to K. B: third .sq. 

2. Kt. to Q. fourth sq. 

3. Kt. to K. second sq. 

. 4. Kt. to Q. B. square. 


BLACK. 

1. K. to adv. Q. R. sq. 

2. K. to adv. Q.R. second 

square. 

.3. K. to adv. Q. R. sq. 

4. Is compelled to move 

Q. R. P. 


.->. Kt. to Q. Kt. third square, and checkmates. 


TI11RTY-SEVENTII SI P L ATI ON. 


WHITE. BLACK. 

1. Q. to adv, K. R. third 1. Q. to K. B. square, 

square. 

2. Q. takes K. R. P. and 2. K. takes Q. 

checks. 

3. Q. R. to K.R. square, 3. Q. to K. R. third sq. 

and checks. 

4. Q.R. takes Q. and checks. 4. K. takes Q. R. 

5. K. R. checkmates. 



THIRTY.EKJITII SITUATION. 


WHITE. 


lU.ACK. 


I. R. to Q. third squjin*. 
‘2. lU to adv. Q. second 
square. 

3# K. to adv. K. s(|iiarc. 

4. R. to adv. K.R. sc(‘ond 

» 

sq. and checks. 


1. K. to his R. square. 

'J. K. to his Kt. square. 

;i. K. to lu.s R. ,s(|uarc. 

4. K. to Ins Kt. s(|uare. 


P. one .square, and eheekiuale^i. 


I 


T[ IIRTY-NINTI1 M l I iATK )N. 


WHITK. 

1. K. P. one .square. 

‘2. K. B. to adv.Q. fourth 
s(|uare. 

y. K. B. takes Kt. 

4. K.B. to adv.Q. fourtli 


r.i.A( K. 

1. K. i5. tr» it.s s(|uai 
• 1 . Kt. to C,i. Kt. seeond 
s(|uare. 

'). K. his Kt. .square. 

4. K. to liifi U. sfjuare. 

• 

5 . Is coinjielled to move 

K. B. 


sq. and chock.s. 

5 . K.B. to Q. R. second 
square. 

(]. P. or B. takes Kt. P. and clieckmatcs. 
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FORTIETH SITUATION. 


WHITE. 


BLACK. 

1. Q. to adv. Q. R. .sq. 

]. 

K. to his Kt. second 

and checks. 


sciuare. 

2. Q. to adv. Q. second ■ 

2. 

K. to his B. third sq. 

sq. and checks. 



.‘3, Q. to adv. K. third scj. 

:J. 

K. to his Kt. second 

and ch(;cks. 


square. 

4. Q. to adv. K. second 

4. 

K. to his R. third sq. 

sq. and checks. 



.5. Q. takes K. R. P. and 

S). 

Q. R. takes Q. 

checks. 



6’. K. Kt. to adv. K. R. 

O'. 

K. to his R. fourth sq. 


sceoiul s(|. ;iu(l checks. 

7. R. to ailv. K, Kt. fourth square, and cbeckiuates. 


FOR rV-FI RST SITU A riON 


WHITE. 

1. Q. to adv. K. fourtli 
sq. and checks. 


BLACK. 

1. K. to Q. R. square. 




WHlTi:. UI.ACK, 

‘2. Kt. to iulv. Q. B. iZ. K. to Q. Kt. sijuarc. 
second sq. and checks. 

3. Kt. takes Q. 11. and J. K. to Q. U. scjuarc, 

checks by discovery. 

4. Kt. to ad V. Q.B, second 4. K. to Ins Kt. square. 

sq. and checks. 

.5. Ki. toadv. Q. U. tliiid S>. K. to Q. U. s((. 
s(j. and chcj'ks. 

G. Q. to ad\. Q. Kt. s(|. G. K. B. takes Q. 
and cltccks. • 

7. Kt. to adv. Q. !k se: ijnd s(|uare. ami elieekinates. 


F()RTV-SK( ()M> srri A I'lON 


WHIIK in.ACK 

I. K. B. toadv. K. Kt. I. K. K. I*, one scjuare. 

s'juare. 

‘2. Q. to adv. K. square. ‘2. Q. to K. fourth S(j. 

K. B. to adv. K. third K.to Ids K. second sij. 

sq. checkings hy discovery, 

4. Q. to adv. K. Kt. s(j. 4. K. to his Kt. third .sq. 
and ch( cks. ’ 


I 


I 
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WHITE. BLACK. 

5. K. B. to atlv. K. B. 5. K. to his B. fourth sq. 

second sq. and checks. (or A.) 

G. Q. to adv.K.R. second G. K. to his Kt. fourth 
sq. and checks. square. 

7. Q. toadv. K. Kt. tliird square, and checkmates. 



.5. K. to his Kt. fourth 

. square. 

(>. K. B. R. two squares, giving check to K. and Q. 

ike. 


FOR'PY THIRD .SITUATION. 


WHITE. 

1. K. B. to its third s([. 

and checks. 

2. K. B. to its R. sq. 

3. K. to his B. s(|uare. 

4. K. P. takes Q. P. 

5; P. to adv. Q. third sq. 


BLACK. 

1. K. to adv. K. Kt. sq. 

2. K. takes K. B. 

3. Q. P. one square. 

4. K. P. one square. 

5. K. P. one square. 




WHITK. 


Ill.ACK. 


6‘. P. to adv. Q. second 


(). K. P. to atlv. K. second 


square. 

7. K. takes K. P. 7- 

8. P. becomes a Q. S. 

i). Q. to adv. K. Kt. 

fourth sq. and elieeks. 

10. Q. lO adv. K. 11. fourth 10. 
sq. and checks. 

I 1. Q. to K. Kt. fonrti) s(|. 1 I. 

and checks.' 

1C. K. to his B. second s(|. 1C. 


sq. and checks. 

K. to adv. K. Kt. 

second sf|. (or A.) 
P. becoiiA-'s a Q. 

K. to adv. K. It. third 
.s(|nare. 

K. to adv. K. Kt. 

second s(|. 

I\. to adv. K. K. 

sec«)n(l s(|uare. 

(Jan not avoid eheck- 
inate in two niovc.s. 





/.. 

8. J*. hecorncs a Q. 
q. Q.to her fourth S(|. and 
checks. 

10. Q.to K. R. fourtli s(j. 
and checks. 


7- K. to adv. K. Kt. sq. 
S. P. hecoities a Q. 
q. K. to adv. K.H. second 
sejnare. 

10. If K. to adv. K. Kt. 
second s(|. see above;; l)nt 


if K. to adv. K. Kt. sq. 

11. Q.to K. B. second s(nuirc, and clieckniates. 




FORTY-FOURTH SITUATION. 



WHITE. 

1. Q. to udv. Q, U. third 1. 

square. 

2. K. Kt. to Q. fourth ‘2. 

s(juarc. 

3. K. Kt. to adv, Q. Kt. 3. 

fourtli 8(jUiivc. 

4. Q, takes Q. 4. 

.5. Q. to adv. Q. R. third 5. 

S(juarc. 

a. Kt. to its IJ. third sq. 6‘. 

7. Kt. to adv. Q. fourtli 7. 

sfluarc. 

H. Q. to adv. y. IJ. sq. H. 
and chucks. 

<). Kt. take.s Q. R. P. and chccl 


BLACK. 

R. to Q. Kt. s(|uarc. 

Q. to her R. fourth 
s({uarc. 

Is compelled to take 
Kt. with his Q. 

R. to Q. 13. sijuarc. 

R. to Q. Kt. square. 

Q. Kt. P. one 8(|uaie. 

R. to Q. Kt. third s(j. 

R. to Kt. square, 
vtuates. 


FORTY-FIFl'I I SlTlJATION 



WHITE'. 

1. K. to Q. Kt. third sq. 

2. K. to Q. B. second sq. 


KLACK. 

1. P. one square. 

2. Kt. to adv. Q. fourth 

sq. and checks. 



yn 


WHITE. nl.AOK. 

3, K. to Q. B. square. 3. Kt.toiuJv.Q. Kt.third 

• sq. aud cheeks. 

4. K. to Q. B. second 4. Kt to adv. Q. second 

square. square. 

!). K. to Q. B. square, and will make a drawn game, 
as the Black can never remove him from his Q. B. 
square, or Q. B. second s<iuare. 


FORTY-SIXTH SITUATION. 


WHITE. 

1. Kt.to adv. K. B, fourth 
8(juare. 

‘J. Kt. to adv. K. second 
square. 

3. Kt. to adv. K. Kt. third 

s(|nare. 

4. Kt. to adv. K. B. .sq. 
fi- Kt. to adv. Q. second 

square. 

6- Kt. to adv. K. B. third 
square. 


III.At K. 

1. K. to In’s B. .square. 
‘J. K. to his square. 

3. K. to Q. square. 

4. K. to his square. 

5. K. to Q, 8(juare. 

* 

6. K. to Q. B. square- 
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WHITE. 

7* Kt. to adv. K. sq. 

8. Kt. to adv. Q.B. second 
square. 

9- Kt. to adv. K. third 


BLACK. 

7. K. to Q. square. 

8. K. to Q. B. square. 

9. K. to Q. Kt. square 


square. 

10. R. to adv- K.R. s(|uarc, giving checkmate. 


F( )RTY-SEVENTI 1 SITUATION. 


WHITE. 

1. Kt. to adv. K.B. fourth 

s(|uarc. 

2. Kt. to adv. K. second 

square. 

3. Kt. to adv. K. Kt. third 

square. 

4. Kt. to adv. K. B. sq. 

.5. Kt. to adv. Q. second 

square. 

6. Kt.toadv.K.B.third sq. 

7. Kt. to adv. K. square. 


BLACK. 

1. K. to his B. square 

2. K. to his s([uare. 

3. K. to Q. square. 

4. K. to his square. 

5. K. to Q. square. 

6. K. to Q. B. square. 

7. K. to Q. square. 
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I 

WHITE. 

8 Kt. to adv. Q. B. second 
square. 

y. Kt, to adv. K. third 
square. 

10. Kt. to adv. Q. s(|uare. 

11. Kt. to adv. Q. Kt. 

second square. 

1‘2. Kt. to adv. Q. third 

square. 

Hi, Kt. to a<lv. Q. Ji. sa, 

14. Kt.toadv. Q. II. seconil 

square. 

15. P. two s(|uarcs. 

1(). P. one .square. 

17. P- one square. 

IS. Kt. to adv. Q.B. tliird 
sq. and checks. 

1.9. P. eheckniates. 


K1,ACK. 

H. K. to Q. B. square. 

.9. K. to Q. Kt. square. 

» 

10. K. to Q. B. square. 

11. K. to Q. Kt. square. 

19. K. to Q. H. square. 

l;i. K. lo Q. Kt. square. • 

14. ’K. to Q. R. square. 

15, K. to Q. Kt. .square. 
If). K. to Q. K, .square.’ 
17. K. to Q. Kt. square. 
IS. K. to Q. Itook'x or Q, 

liishojis square. 


FoiriT-KK; I ri’i i .si ri i ai'k in . 


WHITE. lU.ACK, 

1, Q. to adv. K. B. 8(|. 1. K. to his K. second 

and checks. , square. 

2. B. to y. third s((uaie, 9. K. Kt. P. one square. 

and checks. 
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WHITE. 

3. U. toadv.K.Kt. fourth 

square. 

4. K. R. P. one square. 

5. B. to K. fourth sq. 

6. B. to Kt. second sq. 

7. Q. to adv. K. B. third 

square. 

8. B. to K. fourth sq. and 

checks. 

y. P. checkmates. 


BLACK. 

3. Is compelied to take 

R. with K. R. P. 

4. P. (which is at K. Kt. 

fourth sq.) one sq. 

5. P. to adv. K. Kt. third 

square. 

6. K. Kt. P. one square. 

7. K.Kt.P.toadv.K.Kt. 

fourth square. 

H. K. to his Kt. squar<>. 


FORTY-NINTH SITUATION. 


WHITE. 

1. Kt. to K. third sq. 

Kt. to its fourth sq. 

3. Kt. to adv. K.B. third 

square. 

4. K.toatlv.K.B.second 

square. 

3. K. Kt. P. one sq. and 
checks. 


B LAC K . 

1. K. to his Kt. s(|iiarc'. 
‘J. K. to his R. s([uarc. 

3. K. Kt. P. is compelled 

to take Kt. 

4. K. Kt. P. one square. 

5. K. to his R. second 


square. 

6. K. Kt. P. becomes a Q. and checkmates. 



FIFflETH SITUATION. 


WHITE. 

1. K. II. to its scjuare. 

2. K. tohisB. second s(|. 

3. Q.R. P. takes Q. Kt. P. 

4. P. to adv. Q; Kt. third 

square. 

P.to adv. Q. Ktl second 


5. 


s(juare. 

6'. P. becomes a Q. 

7. Q. to adv. Q. Kt. second s(|uare, and checkinates. ■ 


ULACK. 

]. K. takes K. II. 

2. Q. Kt. P. one square. 

3. Q.R.P. one scjuare. 

4. P. to adv. Q. 11. third 

scjuare. 

5. P. to aclv.Q. 11. second 

scjnarc. 

(). P. becomes a Q. 


FIFIY-FIRST SITUATION. 


WHITE. IJI.ACK. 

1. R. to K. B. fourth sq. I. R. to adv. K. R. sq. 

i>. R. to K. fourth sq. 2. K. to Q. second sq. 

and checks. 

3. K. to adv. K.B. second 3. R. to adv. K. B. sq. 
square. and checks. 
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WHITE. BLACK. 

4. K. to adv. K. Kt. third 4. R. to adv. K. Kt. sq. 

square. and checks. 

.5. K.toadv.K.B.(orK.R.) 5. R. to adv. K. B. sq. 

third square. (or K. R. s(j.) and 

checks. 

6. K.to adv. K.Kt.fourth 6. R. to adv. K. Kt. sq. 

square. and checks. 

7. R. inteiqioses at K. Kt. 7. R. takes R. 

fourth square. 

. 8. K. takes R. and of course will easilywin the game. 


FIFfY-SECOND SITUATION. 


WHITE. BLACK. 

The player of the White must carefully abstain 
from playing his King; and ho must likewise observe 
to keep his Bishop on the great diagonal. If the 
player of the Black should force his adversary’s 
Bishop with his Queen’s Bishop’s Paivn, he will never¬ 
theless be unable to win the game ; ex.: 

I. B. to adv. K. B. third 1. Q. B. P. one square, 
square. 





WHITE. 

а. B.to lulv. K. Kt. second 

square. 

o. B. to adv. K. U. h(|. 

4.*B. to its Kt. second 
square. 

б. B. takes Q. Ji. 1*. 

Bishop, tl)e Wliite Ki 
if the Black dccline 
Whitc, by k(‘C])inghis 
will obviously draw tl 


JiLACK. 

Q. li. P. to adv. Q. B. 
fourtli square. 

3. K. to adv. Q. third 

s(]uarc. 

4. Q.Ji. P. one square. 

j. If the King take the 
ig will be stalemated; and 
taking the Bishop, the 
Bishop on that diagonal, 
c game. 


FI Fi'Y-Tl 11 RD srruA PR )N. 



wiirn.. iii.ArK. 

I. Q. to adv. K. U. sti. 1. K. to Q.R. .second .sq. 
and citecks. 

<2. Q. to adv. Q.B. sq. ‘2. 1’. one .square. 

3. P. takes P. and checkinate.s. 



< 
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FIFTY-FOURTH SITUATION. 


» WHITE. BLACK 

1. B. to adv. Q. Kt. third 1. R. to adv. Q. R. scj. 

square. * 

2. B. to K, Kt. square. 2. R. takes R 'j' 

3. Is stalemated. 


FI FIT- FI Fri 1 srru ATJ ()N. 


WHITE, ‘ BLACK. 

1. R. to adv. K. B. sq. l. K. toQ. R. second sq. 

and checks. 

2. R. to adv. Q. R. sq.and 2. K. takes R. 

checks. 

* When you play the Bishop to the adversary’s Queen’s 
Knight’s third square, if the Black take it with his King, you 
must take his Queen’s Knight’s Pawn, giving check, and then play 
your King to his Knight’s square, which of course will draw the 
game. 

■f If the Black, instead of takir.g your Rook with his, were to 
play it to your Queen’s Rook’s second square, you would win the 
game by playing your Bishop to your Queen’s fourth square. 



WHITE. 

3. Q. to adv. K. B, square, 

and checks. 

4. Q. to adv. Q.B. fourth 

sq. and checks. 

5. Is stalemated. 


IU..A('K. 

3. K. to Q. R. second 

square. 

4. Q. takes Q. 


I 

9 


FIFTY-SIXTH 


SITUATION. 



WHITK 

1. Kt. to Q. B. second 

sq. and checks. 

2. Kt. to Q. R. square. 

.3. K. to Q. .second sij. 

4. K. to Q. B. square. 

,1. K. to Q. B. second sq. 

t). K. to Q. B. square. 

7. K. to Q. B. second sq. 


IM.ACK. 

1. K. to adv. Q. B. third 

square. 

2. K. to adv. Q. Kt. 

second square. 

3. K. takes Kt. 

4. Q.B. 1*. one .square. 

.0. Q.B. P. to its fourth 

scjuare. 

()'. Q. 15. P. to adv. Q. B. 

fourth square. 

7. Q. B..P. to adv. Q.B. 
third square. 

. 8. K. Kt. P, one square, 
(or A.) 


8. K. to Q. B. square. 
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WHITE. BLACK. 

9 . K. R. P. takes P. 9 . Q. B. P. to adv. Q, B. 

(or B.) second square. 

10 . Whether the King take that Pawn, or whether the 
Wliitc Pawn rhe played, the Black is stalemated, and 
the game is consequently drawn. 

{A.) 

t > 

If the Black, at the eighth move, had played his ( 
Queen's Bishop’s Pawn instead of his King’s Knight’s 
Pawn, you would have won the game; ex.: 

8 . 8 . Q. B.P. toadv. Q. B. 

second square. 

9 . K. takes P. 9* K. Kt. P. one square. 

10. K.R. P. must not take 10. K. Kt. P. to adv. K. 

it, but move one sq. Kt. fourtli square. 

11. P. to adv. K. R. third 11. P. to adv. K. Kt. 

squar'*. third s<|uare. 

12. P.to adv. K. II. second 12. P. to adv. K. Kt. 

square. second s(juare. 

13. P. becomes a B. or a Q. and checkmates. 

(B.) 

If, at the ninth move, you had played your King’s 
Rook’s Pawn to the adversary’s King’s Rook’s fourth 
square, instead of taking the King’s Knight’s Pawn, 
yon would have lost the game; ex.: 

9 . K. R.P. to adv. K.R. 9* K. Kt. P. to adv. K. 
fourth square. Kt. fourth square. 




WHITE. 


:|37 

II LACK. 

10. K. R.P. toadv. K. R. lO. K. Kt. P. to adv. K. 

third square. Kt. third square. 

11. K. R.P. to adv. K. R. 11. K. Kt. P. to adv. K. 

second square. Kt. sepond sqarc. 

12. K, R. P. becomes a Q. 12. K. Kt. P. becomes a 

Q. and checks. 

13. K. to Q. B. second s(|. 13. Q. toadv. Q. Kt. .sq. 

and checks. 

'4. K. is compelled to 14. Q. toadv.Q.Kt.sccoud 
take Q. Jk P., sq. giving chock, then takes 

theWliiteQ. and, of course, 
wins the game. 


FIFIT-SEVENTH SITl lATK )N. 

WHITE. IW.ACK. 

1. Q. to adv. K .B. third 1. K. to his Kt. square. 

square. 

2. K. to his Kt. fourth sq. 2. K. to his R.second sq. 

3. K. Kt. P. one square. 3. K. to iiis Kt. square. 

4. R. to adv. K. sq. and 4. K. to his R. second 

checks. • square. 

z 




WHITE. 

5. Q. to adv. K. second 

square. 

6. Kt. to K. B. fourth sq. 

and qhecks. 

7. K. to adv. K. R. fourth 

square. 

8. K. Kt. P. one square. 

9. Kt. to adv. Q. fourth 

square. 

10. R. to adv. Q. sq. to 

the move. 

iT* 

1J. Q. to adv. K.B. third 
S(|. and clicclvs. 

1 '2. Q. to adv. K. Kt. third 
sq. and dteck.s. 


BLACK. 

5. K. to his Kt. third sq. 

6. K. to his Kt. second 

square. 

7. K. to his R. second 

square. 

8. K. to his Kt, second 

square. 

9. K. to his R. second sq. 

10. K. to his Kt. second 

square. 

11. K. to his R. second 

s(|uarc. 

1<2. K. B. P. is coinpollcd 
to take Q. and checkmate. 


FIFIT-EIGHTII SITUATION. 


WHITE. BLACK. 

1. Q. to adv. Q. third sq. 1. Q. B. P. .takes Q. 
and checks. 




white. IU.M'M. 

' 2 . R. to K. B. fourth s([. i2. Q. B. P. to Q. fourth 

sipiiire. 

y. K. Kt. to K. fourth scj. :}. Q, B, P. takes K. Ki. 
and cheeks. 

4. Q. B. to K. third sq. 4. Q. B. I\ is obliged to 

take K. li. P. 

5. Q.Kt.toK.B . second s(|. Q. B. P. is forced to 

taki' K. Kt. P. and to rheekniate. 


FIFiT-NINTn SlTl IM’ION. 


W HITE. 

1. K. Kt. takes K. Kt. J‘. 
and cheeks. 

'J. Q. Kt. takes K. Jl. P. 
and checks. 

'i. Q. to K. Kt. second sq. 
and cliecks. , 


KI.ACK. 

1. Q. B. is obliged to fake 

K.Kt. 

2. Q. B. is compelled to 

take Kt. 

3. Q. B. being Ibrced to 

take her, checkmates. 
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SIXTIETH SITUATION. 


WHITE. V BLACK. 

1. R. to adv. K. square. 1. Kt. to Q. Kt. square. 

and checks. 

2. K. to adv. Q. R. fourth 2. K. R.P. to adv. K.R. 

square. third square. 

3. R. to ailv. K.R. sq. 3. K. R. P. to adv. K. R. 

second sijuare. 

4. Q. R. P. two squares. 4. K. R. P. becomes a Q. 

5. R. takes Q. .5. Kt. is obliged to move 

to Q. B. third square, and to checkmate. 


SIXTY-FIRST SITUATION. 

BLACK. ’ WHITE. 

]. R. tc adv. K. Kt. sq. 1. K.toadv.K.R. fourth 
and checks. square. 

2. Q. B. to adv. K. Kt. 2. K. to adv. K. Kt. 
fourth sq. and checks. fourth square. 
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BLACK. 

3. Kt. to its own square, 

checking by discover¬ 
ing K. B. 

4. Q. B. to K. third sq. 

checking with 11. 

3. Q.B. to K.B. second 
s(j. and checks, 


WI'ITK. 

.3. Kt. is eoinpcllcd to 
take K. B. 

4. K.toadv.K.U. fourth 

S(|uare. 

Kt, being forced to 
take Q. B. ebeckniates- 


^ I Xl'Y-8KCON I) S I TU ATI ON. 


W IMTE. 

1. 11, to adv. Q. fourlb 
square. 

II. to adv, Q. sq. and 
checks. 

3. Q. B. to Q. fourth S(j. 

and cliecks. 

4. K. B. to Q. U. second 

square. 

3. K. to adv. Q.B.second 
square. 

6. R. to adv. Q. Kt. sq. 
and checks. 


BLACK. 

1. K. to Q. Kt. square. 
‘2. K, to Q. R. second sq. 

3. K. to Q. H. third S(|. 

4. K. to Q. R. fourth 

s(|uare. 

3. K. t(j Q. Kt. fourth 
scjuare. 

6 . K. to Q. R. fourth sq. 
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WHITE. BLACK. 

7. R. to adv. Q. R. sq. 7. K. to Q. Kt. fourth 

and checks. square. 

8. Q. P. to Q. B. fourth 8. K. to adv. Q. Kt. 

sq. and checks. fouith square. 

9. Q. B. P. gives checkmate. 


fSIXTY-TIIIRD SITUATION. 

WHlTli. BLACK, 

]. Q. to adv. K.R. second 1. Iv. to Q. or to JJ. sq. 
sijuarc. 

2. K. B. to adv. K. B. 2. K. to his square. 

fourth square. 

3. Q. to adv. K. Kt. 3. K. to Q. s(|nare. 

second square. 

4. Q. to adv. K. B. third 4. K. to his s(juare. 

sq. and checks. 

5. K. B. to K. fourth sq. 3. P. is obliged to take 

K.B. 

6. Q. P. one sq. to adv. 6'. P. to adv. K. third sq. 

Q. fourth stjuare. 

7. P. to adv. Q. third sq. 7. P. to adv. K. second 

’ square. 

« 

8. P. to adv. Q. second square, and checkmates. 



SIXTY-FOUIITH SITl^ATION. 


WHITE. 

I. Q. to adv. K. B.tliird 
s(j. and checks. 
a. Q. to K. R.ibnrth sq. 

3. Kt. to adv. K, Kt. 

second square. 

4. P. OIK? square. 

5. P. one sq. and checks. 
(). Kt. to adv. K. B. fonrtli 

square. 

7. Q. to her fourtli sq. 
and checks. 

S. P. to adv. K. Kt. third i 


]n.A('K. 

I. K. to his U. second 8i|. 

t!. K. to his R. third s(|. 
.‘t. K. to ills R. sc'cond s(|. 

ft 

4. K. to his R. tliird s(|. 

K.to its R. second sq. 
<). K. to his R. square. 

7. K. to his R. second 
square. 

uai<‘, and clicckrnal«*s. 


SIXTY-FIFPI1 SlTUA'i'JON. 



WHITE. BI.ACK. 

I. Q. B. to adv. K. fourth* 1. Q. P. one square, 
square. 
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WHITK. DLACK. 


2. K. fi. to adv. Q. B. 

2. 

K. to Q. Kt. square. 

third sq. and checks. 



3. Q. R. P. one square. 

3. 

Q. P. takes Q. B. 

4. Q. P. onp square. 

4. 

P. to adv. K. fourth 



square. 

5. Q. II. P. one square. 

5. 

P. to adv. K. third 



square. 

6. Q. 11. P. to adv. Q. R. 

6. 

P. to adv. K. second 

fourt^j square. 


square. 

7. Q. R. P. to adv. Q. R. 

7. 

P. becomes a Q. 

third square. 



8. Q. R. P. to adv. Q. R. 

8. 

K. to Q. B. square. 


second sq. and checks. 

9. Q- P- to adv. Q. second square, and checkmates. 


SIXTY-SIXTH SITUATION. 


WHITE. BLACK. 

1; Kt.. to adv. K. third 1. K. to Q. B* square, 
square, and checks. 

If he move to any other square, he will only 
accelerate his deft^t. 
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3. 

4. 

.5. 

6 . 


WHITE. 

R. to adv. Q.Kt. fourth ‘J. 
square. 

R. to adv. Q. Kt. sq. 3. 

R. to adv. K. B. sq. 4. 

Q. B. P. to adv. Q. B. 5. 

third sq. and checks. 

K. B. P. and checkmates 


BLACK. 

K. to Q. sec'ond sij. 

K. to his second sq. 
K. to Q. second sq. 
K. to his second sq. 


SIXTY-SEVENTH SITl i ATI ON. 


WHITE. BLACK. 

1. Q. B. to K. 8(|. and 1. K. Kt. P. intcrjKJses. 
cliecks. 

SJ. O. to adv. K. second .s<|. ‘2. K. B. to K. Kt. fourth 

giviii"- check. .square. 

3. Q. to K. third square. .3. K. B. to its 11. third sq. 

or to its Q. sq. 

4. K. R. F. takes K. Kt. 4. K. to his Kt. fourth 

P. and checks. square. 

5. K. R.P. takes K. B.P. 5. K. tp his Kt. third sq. 

and checks. 

6. K. R. P. to adv. K. B, fourth square, giving check¬ 

mate. 
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SIXTY-EIGHTH SITUATION. 


WHITE. 

1. Q. B. to adv. Q. sq. 
and checks. 

^2. Q. R. takes Q. R. P. 
and c^cks. 

3. Q. to adv. Q. second 

sq. and checks. 

4. Q.toadv.Q.B. second 

sq. and checks. 

5. Q. to adv. Q. B. sq. 

and cliecUs. 

6. Q. B. to adv. Q. Kt. 


DLACK. 

1. K. to Q. R. second s(|. 

2. Q. Kt. P. takes Q. R. 

3. K. to Q. Kt. square. 

4. K. to Q. 11. square. 

5. K. to Q. 11. second s(|. 

6. K. is obliired to take 


third sq. and checks. Q.B. 

7. Q. to adv. Q. Kt. square, and checkmates. 


e 

ISIXTY-NINTlI S1TUATK)N. 


WHITE. . BLACK. 

1. Q. takesKt. and checks. 1. Q. takes Q. 

Q. R. takes K. Kt. P. 2. K. to his R. square, 
and checks. 




WHITE. 

3. Q. R. to adv. K. Kt. 3. 

sq. and checks. 

4. Q.B. to Q. fourth sq. 4. 

and checks. 

5. R. to adv. K. Kt. 5. 

second sq. and checks. 


BLACK. 

Q. B. takes Q. R. 

K. to liis U. second 
squjfie. 

K. to his R. s(|uare. 


6. R. to adv. K. second (>’. Q. is compelled to in- 

sq. checking with Q. B. terpose, either at 

K. B. third s<|iiare, or at K. fourth sfj. 

7. Q. B. takes O’, and checkmates. 


SEVENl'I I'/n I MTl IATION. 


«UITK. BLACK. 

]. K. Kt.to adv. K.. second 1. K. to his R. square. 

sq. checking by discovery of Q. 

‘2. Q. Kt. to adv. K. Kt. 2. K. to his R.second sq.- 
tliird sq. and checks. 

3. Q. Kt. to adv. K. B. 3. K. to his H.’squarc. 

sq. giving double check. 

4. Q.to adv.K.R. second 4. K.Kt. takes Q. 

sq. and checks. 

5. Q. Kt. to adv. K. Kt. third square, giving check* 

mate. 
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SEVENTY-FIRST SITUATION. 


WHITE. BLACK. 

1. K. Kt. P. one square. 1. Q. Kt. P. one square. 

(orA.) 

2. K. R. P. one square. 2. K. Kt. P. one square, 

and checks. 

'3. K. takes K.B. P. 3. K. Kt. P. one square. 

4. K. to adv. K. B. f'ourtli 4. K. Kt. P. one square. 

square. 

5. K.Il.P.orK. B. P, takes K. Kt. P. and elieckinates. 


(A.) 

1. 1. K. Kt. P. two sq. 

2. K. R. P. one square. 2. Q.Kt. P. one sijuare. 

3. K. R. P. one square. 3. K. Kt. I’, takes P. 

4. K.Kt.P. one stjuare, giving checkmate. 


SEVENTY-SECOND SITUATION. 


WHITE. BLACK. 

1. Q. Kt. P. one square. 1. R. to adv. K. Kt. sq. 

2. Q« Kt. P. becomes a 2. K. to Q. B. second sq. 

Kt. and checks. 




WHITE. lil.ArK. 

3. Q. R. p. becomes a Q. 3. R. to a<lv. Q. R. sq. 

and cheeks. 

4. K. to adv. Q. Kt. 4. R. takes Q. 

fourth square. 

5. Kt. to adv. Q. R. third square, check ; and 

the game must he draw)?. 

N. B. The method of drawing tln^ game wit!i a 
Knight against a Rook is analysed, page •23.'). 




SEVENTYTIIIRl) 




WHITK. 

1. Q. R. P. becomes u U- 
i!. K. takes R. 

3. K. to adv Q.Kt. second 

square. 

4. K. to adv. Q.B. third 

square. 

5. K. to adv. Q. fourth 

square. 

(». K. to his fourth s([. 


lil.ACK. 

1. R. takes Q. 

‘2. K. to his tliird sq. 

3. K. to his B. fourth sq. 

4. K.to adv. K.Kt.foijrth 

square. 

5. K. takes K. Kt. P. 

()', K. takes K. U. P. 
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WHITE. BLACK. 

7. K, to his B. third sq. 7. K. to adv. K. R. third 

square. 

8. K. to his B- second 8. K. to adv. K.R. second 

square. square. 

9. K. to his B. square, and of course draws the game. 

N. B. If the Black had the move, he would easily 
win the game.; ex.: 

BLACK. V'HITF.. 

1. R. to Q. K. square. 1. K. I'akes R. 

2. K. to Q. B. second 2. K. Kt. P. one square. 

square. 

3. K. R. P. takes P. 3. Iv. II. i*. one stjuare. 

4. K.R. P .toadv. K. Kt. 4. K. R. P. one square. 

third sijuiire. 

5. K. R. P. to adv. K. Kt. S). K. U. P. to adv. K. R. 

second square. second square. 

(). P. becomes a Q. 6'. P. becomes a Q. 

7. Q. to adv. K. Kt. second square, and cljcekmates. 


SEVENTY-FOURTH SITUATION. 

WHITE. BLACK. 

1. Q.B. to Q. R. square. I. K. takes Q. B. 

2. K. to Q. B. square. 2. Q. B. P. one square. 

If he moved it taw squares, he would lose the game. 



WHITE. 

3. K. to Q.B. second sc|. 

4. K. to Q. B. square. 


ni.ACK. 

3. Q. B.P. one square. 

4. Q. B. 1\ to adv. Q.B. 


fourth square. 

5. K. to Q.B. second s(|. 5 . Q. B. P? to adv. Q.B. 

third square. 

(u K. to Q. B. square. (i. K. Kt. P. one s(|iuirc. 

7. K. 11. P. takes P. 7. Q. B. P. to adv. Q. B. 

. sj'cond 8(|\mrc. 

If you moved your Pawn, instead ot taking his, 

lie would easily win. (see //.) , 

8. I.s obliged to take P. or play his P.; in cither ot 

which cases the Black is in a stale. 


(A.) 


7. K. U. P. does not take, 

but moves to adv. 
K. U. fourth s(|. 

8. K. R. P. to adv. K. R. 

third sijuarc. 

)>. K. R. P. to adv. K. K. 
second s(|uare. 

10. P. becomes a Q. 

11. K. to Q. B. second s(|. 

12. K. is compelled to lak(^ 

Q. 15. P. 

1.3. K. to Q. third .sq. 


7. K. Kt.P.toadv.K.Kt. 
fourth square. 

s. K. Kt. I*, to adv. K. 

Kf. third sqii.irc. 

Ih K. Kt. P. to adv. K. 

Kt. second stjuiire. 
10. K. Kt. P. becomes a 
Q. and checks. 

1 1. Q, to adv. QTKt. sq. 
arid che<;k^t^ 

12. Q. to adv. Q. Kt. 

second sij. and checks 

13. Q. takes Q. &c. 
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SEVENTY-FIFTH SITUATION. 

WHITE. BLACK. 

1. Q.to adv. K. B. second 1. K. to his R. square. 

sq. and checks. 

2. Q.B. to adv. K.B. third 2. Q. is compelled to 

sq. and checks. take Q.B. 

3. Q. takes Q. and cl\ecks. 3. K. ■to his Kt. square. 

4. Q. to adv. K. R. third 4. K. to his R. square. 

square. 

JH. K. Kt. P. one square. 5. K. to his Kt. square. 

6. K. B. to adv. K. B. 6. K. to his R. square. 

second sq. and checks. 

7. P. checkmates. 



SOLUTION 


or 

THE FIRST OF THE THREE SITl'ATIONS, 

INSEKTKK IN EAGE 174, ET SEy. 


WHITE. . 

1. Kt. to ailv. K. second 

sq. and clieoks. 

2. K. R. takes K. R. P. 

and checks. 

3. K. Kt. P. one square, 

and checks. 


ULACK. 

1. K. to his R. square. 

I 

2. K. Kt. P. takes K. R. 

3. K. to his R. second 

scjuarc. 

4. K. to his R. square. 


4, K. Kt. P. takes K. R. 

hccoines a Kt. and checks. 

5. Q. R. toadv. Kt. square, and checkmates. 


SECOND SITUATION. 


BLACK. WHITE. 

1. Q. B. to K. B. fourth 1. Q. takes Q. Bf 

square. 

2. Q. to adv. Q. B. sq. * 2. Q. R. takes Q. 

and checks. 



WHITE. 
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BLACK. 

9. K.Kttoadv.K.second 3. K. to Q. R. square, 
sq a* id checks. 

4. Q. li takes Q. R. and 4. Q. interposes at Kt. 

checks. square. 

5. K. Kt. to adversary’s Q. Kt. third square^ and 

checkmates. 


THIRD SIITJATION. 

WIIllK. BLACK. 

1. Q. Kt. to adv. Q.B. 1. K. to Q. R. fourth 

second sq. aud checks. square. 

2. Q. R. to adv. Q. Kt. 2. K. to adv. Q.R. fourth 

fourth sq. and checks. square. 

3. K. R. to Q. R. third s(|. 3. Q. Kt. to K. R. 

and checks. 

4. Q. Kt. P. one square, 4. Q. B. takes P. 

and checks. 

5. Q. R. P. takes Q. B. and checkmates. 

THE END. 







